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D ANIMATOR 

Create 3-D animation 
on your XL or XE 

LETTER CASTLE 

Challenge yourself 
o some real puzzles 
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SEVEN NEW MIND 
BLOWING SIMULATIONS FROM 




STRATEGIC SIMULATIONS IMC 



Frnrn thm world's greatest 
creator oF simulation 
software comes 3 Further 
en/lection oF outstanding 
challEnges, Relive some of the 
momentous struggte5 thet hBV& 
changed the course oF man p 5 
history; escape to worlds oF 
Fantasy and mystery where 
lies the unknown or create 
your own encounters played 
out in time and place oF 
your own choosing. 
These are the challenges in 
which you take 
complete control, 
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* FUQHT SIMULATOR 





** Tfte most realistic Flight simulation 
you re ever likely to experience" 
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B- 24 

From the war fcofn skies of World 
War // emerged one legendary 
offensrirfs wnpofT - t/re S - 24 
ijemfwr. TT^s superb simulation 
allows you to recreate the exploits 
oF this Qr&ot aeroplane on single 
mission runs or & ! B mission 
campaign to destroy nil reftnEriss in 
Pfaetsi, Rumania. 
As ptfut you control the mission 
flight on a tombing raid from your 
home esse in Italy: as group leader 
you command 40 3— £4's on homo 
funs to l£ targets deciding on when 
ond where to tomb depending upon 
weather, plan nvailabtlttu. group 
eFfirienny and target oil production 
levels. A night and romh&E 
simulation of unparalleled 
quality. 

CBM 6 4/128 
£14,5$Cassett 
£19.93 Disk 
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NEXT ISSUE 

ORIGINAL SYNTH - a totally new way to get 
sound from your Atari keyboard, complete with 
light show! 

FONTFACT * a character set designer for 
programmers from a young lady in Belgium 
Next issue out early. Oti sa]e 17th December. Copy date 
titb November. 



AIL original artick-s, programs ami other iruiU'rial 
in PAGE 6 it copyriji.hr of rhe auihor a* credited, 
All uncreditcd maicrLi] i\ ; npv right PAGE ti. 
Unless conrnining the by- lint 'All Rlghrs 
Reserved' any maieritf] in PAGE b may be 
reproduced by User Group* and aiha mm-profil 
making urgamstttmns provided thur [he author's 
name is included and PAGE f> is credited Si [he 
original publisher. Permission [o publish 
elsewhere k tumid be obtained from PAGE 6 or rhe 
aorhor. l-'diiori of ciewslettcrs reproducing 
minerial are requested iv send a copy of the 
relevant is^uf lo the Editorial address of PAGE 6. 
Whilst we take wharcver steps wl 1 can to eosure the 
aeeumcy of articles and programs and the content? 
of advertise nun rs., Pyge 0 eanno? be be]d liahle for 
joy L-rrm-. ^ ■ i claims made by advertisers. 
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of each aliernaie month, 

PAGR u is a users' magazine which relies eotirely 
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I'ompLiTing ill rough the exchange of Information 
and k-iiovvk-dge. We will pay tor articles and 
programs where appropnaie ;ind we hope chat 
readers will enjoy seeing their work published. In 
lurn we hope thir orher readers will learn from the 
articles and program* submitted and increase their 
enjoyment of Atari computing. 

ATARI*™* is a registered trade mark of 
AT ARI CORP. All references should be 
so noted. 
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THE CREDITS 

Full *ofnciaT credits are <m page 3, here 
are the people who made it possible- 

Les Elhngharrt did the Editing 

Nicola Parry looked after the ads 

Phil CardweSl gave valuable Editorial 
Assistance 

The Regular Contributors are ... 

Garry Francis 
Mark Hutchinson 
Matthew Jones 
John Davison 
Jnhn Davison jr 
John Sweeney 
Paul Rixon 

The superb Cover illustration and sundry 
other illustrations (also last issue) are by 
Barry Armstrong 

All other contributors for this issue are 
credited alongside their articles or 
programs. Thanks to everybody for 
contributing and thus helping others- 

Inspiration for thh issue came, from Van 
Morrison, Rdatwuy, N&d Griffith, Harvey 
Andrews, Pet Shop Boys, Pink Floyd, Lyte 
Lvveth Stpho Mabuse, Mary Goughfcn, 
Heart, Neil Young and others. Also, and 
especially Jrom Sean who tiais three just before 
ihs typing started! 



Serious? You bet! But Atari is supposed 
to fun as well isn't it? 

The next issue of PAGE* couM feature 
YOUR article or program. So, send it. 




PAGB 6 is put together almost entirely bmiJi Atari 
equipment and rtftware. HardSKXr* used: UOXB* 
IOS0 iiiik drive, £10 disk drive, SSO interface, 
^ NEC &023 printer, I MOST, SMI 24 
monitor, Aiari SH204 hard ctifk drive, Epson 
RX100 printer, Microstuffcr Buffet Software wKd; 
Superscript, Turbo Basic, Tele-Talk, Kermtu Print 
Wis and several custom written utilities on the fi-tnl. 
STurritery PC Intercom™, Thunder and Pleu Street 
Publisher on thi ST- 

Copy is prepared on a tJUXE using Superscript and 
various custom mitten programs ami then transferred 
to the ST via $-bit KfrmU and PC Intercom™, U is 
then spell checked with Thunder and the laytut _ 
drafted with Fleet Street Publisher. Finished copy u 
output from the ST to a fCanneet 2 cassette machine 
and then fed into a Monoiyp* l.asercomp typesetter. 



Hive years! It seems almost 
unbelievable but this issue is our fifth 
birthday issue. It's a shame that we 
don't have time for a birthday party but 
the truth is that the world of Atari 
seems to be busier now than it has ever 
been and that can't be too bad can it? 
By the time you read this s the PCW 
Show with its Atari Village will have 
come and gone but as I write it is only a 
few days away and I have to complete 
most of this issue beforehand, spend a 
week at the show , and then finish it in 
two days after we come back' After that 
there is The Atari Christmas Show 10 
look forward to at the end of November 
and it looks as if that might be just as 
hectic to fit in tool 

Considering that the very first 
Atari only show was only last year^ it 
seems amazing that we now seem to 
have two regular Atari Shows a year 
plus the largest presence of any 
manufacturer at the PCW Show, 
Things must be good in the world of 
Atari, or are they? It is a pity that all 
titis show activity is not reflected 
elsewhere. Atari still doesn't have the 
same profile in the shops as certain 
other computers despite the fact that 
the ST seems to be the machine of the 
moment. It is still hard to find a decent 
range of Atari software, especially 
8-bit, unless you happen to be lucky 
enough to live near a good established 
retailer who has stuck with Atari all 
along. There are not enough of these to 
cover the country though and the Atari 
8- bit software market became almost 
exclusively mail order long ago. Dozens 
of 'companies' got in on the act in the 
early days but today only a few (the 
best or the honest) survive and, if you 
have not got a local shop, they deserve 
your support. What is worrying now is 
that these companies, and the shop 
retailers, are being hit hard by all the 
bright boys* who are jumping in to sell 
ST software at ridiculously discounted 
prices. Have you seen how many there 
are? In the short run the ST public 
might get a good deal, providing they 
get in quick enough before these boys 
disappear but in the long tun we all 
might end up losing. Most of the 'cut 
price merchants' will disappear quickly 
because the market is just not big 
enough to support them all but what is 
worrying is that some of those who 
have supported Atari for a long time 
may be forced to go first and that is not 
right. Get a good price by all means but 
don't start complaining when (not if) 
one day you send off your money and 



don't get a reply. 

Five years is a long time and I have 
seen it all happen before. If you don't 
believe me, make a list of all the really 
cheap places and then make another in 
six months time. I bet it won't be the 
same. 



A NEW EDITORIAL 
ASSISTANT! 

Let's get on to more pleasant 
things. This issue we have a new T 
Editorial Assistant so perhaps you 
would w elcome Phil Car dwell. He 
claims he's a real wizzo on the good old 
Atari 8-bit and we will hopefully see his 
influence in coming issues. We might 
also get a bit more ahead in planning 
each issue and dealing with your 
contributions as I have always been 
promising! We should also have just a 
little more time to address particular 
topics in the pages of PAGE 6 so if 
there is something you would like to see 
in future issues drop Phil a line and 
we'll see what can be done. 

THANKS TO 
SOFTWARE EXPRESS 

Here's a little tale. About two 
months ago my Atari Hard Disk drive 
died. I switched it on one morning and 
it didn't come on! If you know 
anything about Hard Disks you will 
know that they are delicate beasts and 1 
did not want to send it through the post 
(God forbid!! so I dropped it into 
Software Express in Birmingham to sec 
if they could repair it. It needed a new 
power supply > so they asked a few 
favours from Atari (as did I) and a mere 
two months later the part arrived E In 
the meantime I desperately needed a 
Hard Disk on two occasions so 
Software Express kindly loaned me one 
they had on loan on the first occasion 
and then cleared everything off the one 
they use themselves in the shop so I 
could borrow it to get the subscriptions 
out for the last issue and I didn't even 
buy my drive from them in the first place! 

Obviously they can't do the same 
for everybody but it does illustrate a 
point I have often made before, Can 
you imagine getting that sort of support 
from the local Pixons or Boots! Do you 
see what I am getting at? I hope so, 

Anyway, thanks to Software 
Express without whose help these long 
nights would have been even longer! 

Les Ellingham 
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TURN YOUR 1029 PRINTER INTO 
C'^S^ 4 PRINTERS IN ONE 

' it ^<7 with FONT ^ 

Replacement character ROM! 

tts 4 character only £24.99 POST FREE 

sets at the flick of a switch - 3 new sets - aJl with tirut descenders, 

□ Simply replace the old character ROM in your 10K9 with FONT IV 
No soldering or cutting necessary. 

□ Fitted in iainutea. 

□ 100% compatible with all existing software. 

Q Adds new dimensions, ta your letters & documents. Contains existing 
Atari character eel plus 3 new sets: 



DESCWER 

ftBCOEFGH 



FUTURE 

or Just dwceodtr EOM for only £ 1 2-99 post ties 

Q If you prefer we can supply just the descender chapter 
on a chip at a lower price . 

□ Simple to fit - no soldering etc, 

□ 100% oomp^bte with existiag software. 




CTA^I/ COMPUTER 
W I AV/ IV PRODUCTS 



f -1 

CENTRONICS PRINTER INTERFACE 

400, SOO, XL, XE(AnyBBitAlarl) 




TYPE 72000 

ANY CENTRONICS PRINTER 
NO SOFTWARE NEEDED 
ALL CABLES SUPPLIED 
EASV TO USE - JUST PLUG IN AND GO 
TRANSPARENT & CONVERSION FEATURES INCLUDED 
FULL VEARS WARRANTY 



FREE 40 PAGE 
CATALOGUE ON 
REQUESTOR WITH 
ORDER 



MEEDMOBE LIMITED 
2S Farriers Way, Nel Marfan 
Merseyside L30 4X1 
Tel: 051-5212202 




The Controller Card 



Desktop Management System 



For the Atari 600XU13QXE Computers 

One of the rno?tpower^j| features of (he ATARI ST and 
COMMODORE AMIGA is the DESKTOP , this system allows ihe user 
lo have a range of utHrtiti* in memory white running commercial 
software , when you access the desktop system the commercial 
software will be temporarily frozen The Con troll gr Card is an internal 
h ardware modification thai when installed into your Atari 
&0CMJ1 30XE will give you the most advanced Desktop Management 
System available today .... 

DESKTOP MASTER DISK 

Snipthot Printer Dumperi with the 5 HQ 

Printout screens from commercial game title pages to graphic 
application packages. Will handle any graphics mode including mixed 
graphics modes. Full A4 size printouts, built-in shade selector. 
Included is our unique SHQ system which is an ultra high definition bit 
image pri ntout com parable to a photocopy {f or Epson and compatible 
printers.) 

Superdump it Memory Dumper 

The perfect utility lor software development, just dump the contents 
of memory where the error occurs then examine and rectify . Can also 
be used to u pgr&rie your cassette software to disk or make disk to disk 
backups, 

The CXS. Boot Menu 

A Desktop resident mulriboot menu, by simply pressing the HELP 
KEY you exit the main program b the menu, 

Disk I/O Analyser 

A unique and very powerful disk debugging too) which prints out ell 
the role vent information concerning the interaction between the disk 
drive and computer as the disk software is loading or rearing/writing 
data. 

The Control Panel 

Th Is util ity will allow you to alter a wide range of system parameters 
such as: Auto scroll, VQ noise, inverse dash, key dick, fast 
cur&orjfcey board debounoe rate, primary system colours, the system 
baud rate and the system character set (14 alternative character sets 
to choose from). 

400/800 Operating System Saver 

This f aci % will allow tou to save the Cf S. from the 40Q/8Q0 Atari 
computers to create true emulators or upgrade customised rams such 
as OMN I MO N to disk to run on the 600X LH 30X E computers via the 
Desktop, 

Additional Desktop Library Disks 

library Dick #1 - 102& Snspihol Printer Dumper* 

Similar to the SHQ Snapshot printer dumpers but not dedicated lor 
the 1029 printer. 

Library Disk 49 - SHQ Pppfeeilonal Print Peckage 

Combines the SHQ Graphics converters and Taxi enhancers 

together on one menu disk. The Graphics converter wil give your 

desktop publishing packages le. TYPESETTER (Xlent software) a 

printout that matches a photocopy using Epson S pin dot matrix or 

compatible printers with reverse line feed. In fact the only competition 

we have is a Lazer printer I! I 

Library Dlak 13 - The Supwdump III Toolkit 

The Ultimate backup system tor standard and U.S. Doubter drives 

This disk is crammed so Ml of u ntque features it wou Id take up the 

whole of this ad apace to describe them . . P lease ring (or mere i nfq 

MAIL ORDER PRICE UST (add 10% for export order*) 

CONrROLLE R CARD WITH DESKTOP WASTE H DISK FOR THE ATARI «MKL EB9.96 

CONTROLS R CARD WTTH DESKTOP MASTER DISK FOR THE ATARI 13ME £7ft.BS 

OPTIONAL SWITCH PACK m.BS 

LIBRARY DISK tl E12.» LIBRARY DISK #Z£1S.B6 LIBRARY DISK HEH.H 

FOR FREE INSTALLATION PLEASE ADD £5.50; 
FOR RETURN P*P+ INS. 

Fo-nwr* irttafli«(ttonplaB»rfcrtg01-7ai 1Z76 weekdays between lQorrV7prn 
Pie aw matecheques^joataf orders peyable to:- 



Computerhouse 

14 Romlly Court, Land ridge Road P Fulham, 
London SW6 4LL 
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1029 



owners 



TEN -PRINT C14.S5 (disk) 

A printer utility allowing 
you to print and edit fonts, 
dump graphic 8 screens, 
"Typesetter" compatible^ 



Mini TT 
of fice.lL 



C19 95 



( DISK) 

# Word Processor * Database* 
* Spreadsheet * Graphics * 

# Communications *Label Printer* 

GREAT VALUE 




The First Xlfrt 

9ROCI 



Icon driven Jast and friendly. 



ANTIC 



PCW Review May 87 
"Honestly believe it is the 
best word processor seen 
for the 8- bit ATARFS* n 



i n i > * 



AWARDS *»7 




SPECIAL OFFERS 



The Hulk (Disk) 
Sea Bandit (Cass & Disk) 
Pooyan(Cass & Disk) 
Clowns and balloons (Cass & Disk) 
Rosens brigade (Cass & Disk) 
Zaxxon(Cass & Disk) 
Scott Adams adventures (Disk . ) 

ALL AT £5.00 EACH! 



Dealer and Overwas Engui rte« Welcome 

, 514 -516 Alum Rock Road 
w Alum Rock, Birmingham 

ALSO AT212, BROAD STREET. BIRMINGHAM Tel.021 6439100 

6 rue Li 6 - Tssiit 30 
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SHE LOOKED 
DEEP INTO HIS 
SULTRY BLUE 



Infocom are a si range company 
arun't ihey? Following hoi on the heels 
of The Lurking Horror, complete with 
slimy 'thing 1 in the box, comes 
Plundered Hearts a story of 'romance 
and adventure 1 which ihey claim is 
aimed specifically at the female marker. 
Unfortunately, this means that they 
will sell about six copies so they have 
cleverly designed the game to he 
appealing to men as well and the 
pre-release testers (mostly men) have 
pronounced it quite acceptable, 

Plundered Hearts is an ad v en tu re 
which -provides the salt air, steamy 
tropical nights and treacherous 
characters essential to a hean-pounding 
adventure on the high seas. Little do 
you know that your innocent journey 
will soon turn to dangerous adventure. 
Explosives 3 rocky reefs and the vicious 
crocodiles are obstacles which you must 
overcome. True^ it's not easy but at 
least you can control your fate. What 
you cannot control is much more 
dangerous, your passion for Nicholas 
Jamison^ the handsome pirate captain, 
When you are in his arms you are apt to 
forget your mission". Yuck! I hope they 
give you a sick bag in the box, Now 
where did I put that horrible slimy 
thing from the last one? 

Plundered Hearts is available on 
the XL/XE for £24.99 and the ST for 
£29.99. 



PCW STOP 
PRESS 



The PCW Show incurred just as we 
went to press so we are unable to bring 
you a full report. Atari S^bit software 
was chin on the ground but it was there 
with several re-releases on budget 
labels and a number of new t i t 1 1 - . 
STARS OF THE SHOW - both for 
the ST. WORD PERFECT is 4 four to 
six weeks away' and really is THE 
word processor all serious ST users 
have been waiting for. Complete with 
1 1 5 3 GO0 w r ord UK dictionary and 
thesaurus at £199, Expensive but 
worth it! OJHIKRON BASIC is the 
first Basic for the ST that retains the 
*feel + of Atari 8-bh Basic hut with some 
incredibly powerful programming and 
editing features and a library' of 
routines similar to Q A full review of 
this one will be included as soon as 
possible. 



SORRY, JEFFREY, 

A PENNY MORE ... 





Tf w T e can't get into movies with 
James Bond, let's chat up some bloke 
with influence in case he might make a 
movie of his latest book'. Remember 
those two guys from last issue posing as 
James Bonds? Wellj now they have this 
crazy idea of producing a graphic 
adventure about a guy called Stephen 
Bradley who loses a small fortune by 
investing in a fraudulent oil company 
S£t up by multi millionaire Harvey 
Metcalfe. They are going to call this 



unlike I v computer game Not a Penny 
More Not a Penny Less, Haven't I 
heard thai somewhere before? 

Mark Strachan and Dominic 
Wheatley of Domark are seen here 
discussing the fine details with the chap 
who is going to design the packaging, 
or is it the guy who WTOte the book? 
Anyway the ST version of the game 
was demonstrated at the PCW Show 
and there willj hopefully, be an 8-bit 
version later in the year. 



NEW FRONTIERS 



Excellent news for Atari 8-bit 
owners comes from Frontier Software 
who have recently signed a sole 
distributor agreement with ICD of 
Illinois, U,S,A. In case you don't 
know, ICD are responsible for 
Spartados and the U.S. Double r among 
many other fine products. 

The US Doubler Chip is a 
simply installed two chip upgrade for 
the 1050 disk drive giving true double 
density and an accelerated I/O rate 
designed to triple the speed of disk 
operations. It will cost just £29.95 
Ideal for use with the US Double^ but 
also a stand alone program is 
Spartadrjgj widely acclaimed as the 
best DOS for the 8-bit Atari, Spartados 
supports everything from 810 to double 
density 1050 to RAM disks and Hard 
Disks. A special menu allows rapid 
transfer, erasure or locking of files 
using only the Space Bar,. Option, Start 



and Select keys. There are several 
bonus features including a 32 character 
key hoar J buffer, intelligent switching 
between drive densities, a binary file 
game menu s subdirectories and time 
and date stamping. Spartados also costs 
£29.95 or you can get a special double 
package with the US Doubler included 
for £49,95, Following the distribution 
agreement, Spartados will now come as 
standard on all Supra 8 -bit Hard Disk 
drives. 

Another product from ICD is P:R: 
Connection which is an interface unit 
designed to replace the elusive 850 
interface. The unit includes a 
Centronics parallel port and two RS232 
ports enabling the device to be used 
with any 'Centronics printer and 
modems. Price is £69.95. 

These products should be at your 
local dealer now and more of I CD's 
range will be available shortly. 



I'ajje 6 - la su e 



SOFTWARE 
SHORTS 



USER GROUPS GET TOGETHER 



Ken Wardj long time champion of 
Atari and leading tight behind the 
Norwich User Group has finally got 
together The Association of Atari User 
Groups which is a body whose aims are 
to represent Atari Users in consultation 
and discussion with software houses 
and Atari themselves. Ken has always 
been outspoken in his support for Atari 
Users and now with the backing of the 
Association we may well set! more 
benefits for Atari Users in the U K K. 

Already 17 Users Groups have 
become affiliated and the first 
newsletter has been produced but the 
Association wants to ensure thai as 
many Atari owners as possible are 
represented so other Groups who have 
not yet affiliated are urged to get in 
touch with the AAUG as soon as 
possible. If you run a User Group* and 
you are serious about it, it will be in 
your interest and, more importantly, in 
the interest of your members to contact 



AAUG news 



WE'RE OFF! ™| 

THE ASSOCIATION IS SHOW 
I IN ALLY A REALITY 



• h- >iC 



l iah-:ui'4 h; ™ 



AAUG ON SHOW 



■ ■ 'J >H 



if* M-X U" 
■I r. 



j un ] i b 

iU lie T?"*!^! !• 
K-4 I • ' l itMhm pi 

MIRE ARE 

THE (TTHEF: ,1,,.-. 



MIPS * 



■ f+T , 

uit m im imrero jus 
■ii iKimiirt 'i.l: :• ■»>' — ■ -■ 

Mil H1H1I1 rfl **■ 0* Mil- m 

■ ■h ■ ■. w m : ►: ■»! 

f 1 ^ IH HHWM* IH 

1 ihS n 1 !«-»-*■ 1' ''"jj'S 
> 1 1 . ■:■ ■ HP : " " ■ " 

naq|^i v<^<H<i , " v **** , J i I " , i J S2 

I iu iu-rm' Hi iiip ran™ "rl KlaMQ 

M M bfc--H ■ ii *>Mr. 



H_ 1 U f | 

IP- ■<+*■! 



u v im n 



un r#rrr-' 



■ im^ Tp-in. 



the AAUG right away. You can do it 
simply by writing to The Association of 
Atari User Groups, 45, Coleburn Road, 
Lakenham, Norwich* NRl 2NZ or by 
telephoning Ken Ward on 0603 
661149, 



MastertroTiic and its associated labels 
keep the budget titles coming with 
September releases of Flash Gordon at 
£2.99 and Panther at £1 ffl on the 
MAD label On Bulldog at £1.99 
comes Storm, an arcade adventure of 
sword and sorcery magic and mayhem^ 
Feud which features a magical 
encounter between two wizards and 
Revenge at Rigel which is a 'thrilling 
text adventure with inter-active 
graphics'. This last one was voted a 
C&VG Hit , Is that good or bad? 

Rainblrd have now released Guild of 
Thieves, the follow' up to The Pawn, on 
the Atari 8-bit. There are many clever 
puzzks and surprises and 29 
atmospheric scene setting illustrations 
on the two-disk set which retails at 
£19.95p 

No more, everybody's keeping quiet 
until the PCW Show which is yet to 
come but will be gone by the time you 
read this, if you get the meaning! 



ATARI 
CHRISTMAS 

SHOW 



After weeks of speculation. 
Database have announced that there 
will be an Atari Christmas Show r this 
year to be held on November 20th to 
22nd at The Novotel Hotel, 
Hammersmith, London, scene of this 
year's previous Atari show. There was 
speculation that the show would be 
held in October but many exhibitors 
would still be trying to recover from 
the PCW Show and probably wouldn't 
have turned up! There was also 
speculation that this show would be for 
ST only but, thankfully, this is not the 
case. Whilst there may not be anywhere 
as near as much support for the 8-bit 
machines at these $hows 3 it does 
represent one of the few opportunities 
for some 8-bit owners to see software 
that they cannot get locally. PAGE 6 
will be there and will welcome 8-bit 
owners w ith open arms! 

All that it needs now is for 
Database to organise a show in the 
North for all those users who can't 
afford to travel down to London twice a 
year. How r about it? 



MICROPROSE GUNSHIP 
FINALLY HERE! 




Here is the ultimate in computer 
flight simulators from Micro prose, a 
complete AH -64 Apache Gunship 
helicopter simulator on disk for your 
Atari with all manuals and associated 
hardware in ihe box. It is incredible 
value at around £1$ .95 but because of 
problems with carrying it home from 
your local shop (it weighs over 13 
tonnes) you will have to pay a delivery 



charge of around 2 million dollars! 

Seriously though P this is what 
Microprose had at the PCW Show to 
promote Gumhip and it is a genuine 
helicopter flight simulator specially 
adapted to work with Microprose 5 a 
Gunship program, Now that just has to 
be [he ultimate in inter -active computer 
simulations! 
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SPECIAL AUTUMN 
PACKAGE OFFER 

'DARG* 
'WORLD CUP MANAGER' 

& 

'JOE AND THE NUCLEAR 

CAVERNS' 

Disk versions 
ONLY £10.00 inc. p&p 
(SAVE OVER £18!) 

Cassette versions 
ONLY £6.00 inc p&p 

(SAVE OVER £11!) 

Cheque or P.O. to 
STV SOFTWARE 
9 CHISWICK WALK 
BIRMINGHAM 
B37 6TA 



XL/XE MOUSE 

An ST mouse, modified forXL/Euse 

Includes mouse art package. You can 
use mouse in 

your .own progs! ?0"£29.95 



inc 
p&p 



LOBAL *q 

'COMPUTER °$ 



SERVICES 

k 108 Navigation Road 
NORTHWICH CW81BE 
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UNIT 8, NEW ROAD, ST. IVES. 
CAMBRIDGESHIRE FE17-4BG 

T. OWE© £(M®©])©1]fS§)4 






WE WANT YOU! 




THE PLAYERS TEAM ARE OUT LOOKING FOR 

YOU! 

CAN YOU WRITE COMMERCIAL QUALITY 

GAMES IN MACHINE CODE? 

Write in Strictest Confidence to- 
RICHARD PAUL JONES 
PLAYERS SOFTWAf?E. CALUEVA PARK 
ALDERM ASTON 
BERKS 

or phone: (07356) 77421 (5 lines) 
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TASKMASTER 
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RKHBIT 
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HAVE YOU RUNG FOR 
THE PAGE 6 
CATALOG YET? 

DO IT NOW 

j 

0785 57005 

(24 hour answerphone) 
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" and get them right! 



The program 1 lutings In PAGE 6 arc prepared carefully lo 
ensure thai they can be typed In as easily as possible. Before 
typing any Listings ensure that you are familiar with the use 
of the Shift and CONTROL and INVERSE keys as outlined 
In your computer manual The listings are prepared to 
match exact I v what vow Nee on screen. Every character that 
you may see In a listing i* Included in the chart below for 
cross reference. By using TYPO 3 you can ensure that you 
type ui the programs EXACTLY as they are printed Remem- 
ber a single typing mistake may mean a program will not 



run. 



WHAT ARE THOSE CODES? 

Each line df » program begins with a special two letter 
code. THESE SHOULD NOT BE TYPED IK They are used 
by the program TYPO to check that you have typed each 
line correctly, IF YOU HAVE NOT ALREADY TYPED IN 
THE TYPO 3 LISTING PLEASE DO SO NOW. The program 
can be used as you type in each line of a program or to check 
an already typed program. The code for each line will match 
but If you have problems check the listing conventions 
below carefull y, you are most probably typing a CONTROL 
character incorrectly. TYPO 3 cannot check if a line has 
l>een missed so if you have problems in running a listing 
count the 1 in es in th e prog rem a nd ensure no ne are m issing. 
If the TYPO codes match and the program stll does not run. 
UST it to cassette or disk using LIST "G" oi LIST 
"D filename" switch off the t nmputcL re- boot and then 
ENTER the program using ENTER "G M or ENTER 
"D: filename". Save this version in the normal way. 

HOW TO USE TYPO 3 

1. Type in the listing carefully for although you can use 
TYPO 3 to check itself (see 6 below) it may not work if you 
have made mistakes, 

2. SAVE or CSAVE 3 copy of the program 

3. Each time you want to type in a program Listing RUN 
TYPO 3 first. The program will install a machine code 
routine in memory and then delete itself. Nou/ type in a line 
as shown in the magazine excluding the first two tetter code and 
press RETURN 

4. A two letter code will appear at the top left of your screen. 
If this code matches the one in the magazine carry on and 
type the next line. Note, the code will not match if you use 
abbreviations. If you prefer to use abbreviations LIST the 
line you have just typed move the cursor to that tine and 
press RETURN. The code should now match. 



if * 



g 



5, If the code does not mate h H use the editing keyt to correct 
the line and press RETURN again. Repeal If necessary until 
the code* match 

6 To check a line you have a heady typed LIST the line, 
place ihe cursor on that line and press RETURN. 

7. When you have finished a listing Just SAVE or CSAVE it 
in the normal way- 

You can type In a program without usInflTYPO 3 and then 
check It by SAVE nig or CSAVElng a copy of the program, 
running TYPO 3 and then LOADing or CLOADfng your 
program and proceeding as In si ep 6 above. 

Always SAVE or CSAVE a program before running It and 
always use TYPO before telling us that a program wltt not 



run. 



AL 2 REM * 
'j* 3 REM * 



TYPO 



III by oi*c Sfnion * 
June n*fi * 
ft prD«Frrddef for AM TIC ird * 
« PtiGE 6 bi^rd on TTPR II * 
* p Ufa 1 i d b¥ ON TIC "ligajmr * 

£L 4 fiEK MMH M K NI I M l l ll li lNliH "" " Wt * 

SC ISO ^HflPtUCS 

HG Lift FOft 1^1*36 TO i79I:HEAR A?CPC = CH + A: 

pnuh I , A : HEHT 1 
C& 120 IF CK03I765 T MEM 7 "Error in DATft 

statewnTS - Ct>*tk 1wpin9 Hl ^EMO 
VH 131 A=USRf 153^1 

Ml 140 7 i? "TYPO III is up an# running": 
MEM 

HCl OATO 1B4 , 160 , 0, J*l, 26, 3 . £01 , 69 

HG 1010 OftTA 2*0 , 5 , Z06 , 260 r 200 , 1 92 , 3 6 , 2RB 

lfl20 OATO 242 ,96, 200, 169, 79, 153. 26, 3 
RK 1036 DATS 20&, 169,.6, 153, 26, 3,152, R 
hi R 10*0 &&TA 109, 0, Z20, 157 , ?V fc, 232, 224 
fO 1*50 &*TO I5 J iM,ai*jl65J3,l*lj«^ 
KC 1060 RAT* 1***6, 141,04.0,173, 4, Z2B 
EU 107O RATA 105,0,141,95,6,171,5,220 
OK 1*00 1>ATA 105,0, ML j 96, 6, 1&*,0 , 162 
Ktk 1090 PAT A 3 j 149 , 203 , ZOS , 16 , 251 r f 6 - * 
ZR 1100 DATA @ p 0 , B i O j, B j 0,0, 0 
1_R 1110 DATA e . 0,0 . »,0, 6, 32 r 9* 
JH 1120 RATA 6,0, 72,201 ,1 B-S , 240, 55 , ISO 
TU 1130 RATA 2*3, 133, 209, 135 r 72 ■ 169,0, 133 
TH 1140 DATS 306 , 162 « 6 , 10 j 30 , 200 , 6 * 2*9 
HF 115* RATA 144 j 7, 24, 101 . 203 ,14* r 2. 210 
1100 D-flTA 209, 7fSZ , 206 , 23^ ■ 133 , 2i7 , Z4, 1 

65 

117* RATA 204,101,207,133,204,165,2*5, 
IB L 

1100 RATA 2*0, 133 j 205, 165, 206. 105,0, 13 
3 

MH 1190 Ort T fl 200 ■ l&i ■ 170, 104, 40 ,96,130, 7Z 

HR 12*0 PftTA 152, 72, 16Z j ft,13*p207 , 134, 200 

GF 1210 DATA L5ft r 24,6, 204, 3B, 2&S, 10 . 200 

EA 122* RATA 36 , 207 , 16 , 206 , 56 , LO* p 207 , 23 3 

TH 1230 &ATA 164 , 170 r L6& r 20fl , 233 , ? , 144 , 4 

5K 1240 RATA 134,207 r l5I, 260, 136, 20* j 227, 
162 

CO 1250 RATA 6 , 165 , ?07 , 13 3 , 204 . 1 , 206 , 6 

HH 1260 P-aTA 204,42, 201. 26, 144, * r iJ3>26 

KB 12 70 RATA 230 , 2*4 . 2 B Z , 200 , 242 , 1 33 , 205 , 
169 

DC 1200 OAT A 12B B 1*5 , 06 , ZOO , 1*2 r 40 , ZOO , Z4 
9 

VW 1210 &ATA 165, Z04, 106,160,160, 3 j 145, HO 

OA 1300 OA T A 165 , 205 , 24 , 106 r 161 , 20* r 140> 0 
0 

HO 1310 RATA 12^69,6,104,100,76,153,6 
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TM 
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C5C 

CTRL - 
CTRL = 
CTRL ♦ 
CTRL * 
SHIFT CLEAR 
DELETE 
TAB 

SMXFT DELETE 
5HIFT INSERT 
CTRL TAB 
SHIFT TAB 
CTRL 2 
CTRL DELETE 
CTRL INSERT 
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DALTON 



THE QUESTIONS 

1. How many Bonds so far? Be 
careful! 

2. Who wrote the Bond movie 
theme? 

3. Who is the top villain in THE 
LIVING DAYLIGHTS? 

4* Who is Bond's boss? 
5. How many levels in Domark's 
THE LIVING DAYLIGHTS 
computer game? 

That's it. Rack you brains, look up 
the answers or go and see the film. 
It's easy really! 



RULES 

I. One entry per reader only 

2 t The winners will be drawn from all correct 

entries received on or before 17th December 

1987 



Kyou are no, a * 

So y»» have J £ Ve hs "'e 20 J* 

1 vanning a 



HOW TO ENTER 

Write your name and address on a postcard 
(preferably) or on a plain sheet of paper 
and alongside write the numbers of the 
questions above with your answer 
alongside. Just send it to BOND 
COMPETITION, PAGE 6 f P.O. BOX 54, 
STAFFORD* ST16 1DR. Closing date is 
17th December 1987. 
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COMPUTER 
GAMMON - BUGS 
SOLVED? 

Dear PAGE 6, 

Having read Dave 
Kitchens' pita for help in 
'Computer Gammon -The 
Bugs 5 7 issue 29, I feel I may be 
able to shed some light on the 
problem. 

Looking at the sample 
VBI code, there was no sign of 
a CLD instruction to set 
addition to binary mode. 
What was probably happening 
was tha[ Basic was changing 
this mode continually thus 
causing inconsistent results 
from addition in the VBI 
code. 

The solution to this is to 
save the processor status 
register Hags at the start of the 
VBI and restore them before 
returning to Basic. You are 
then able to clear or set 
decimal mode within the VBI, 
as you require, without 
affecting Basic, 

The VBI code might read 
as follows: 

PHP ;3avc Flags to stack 
CLD ;Set binary mode 

u 

i VBI code required, 

PLP ^Restore Flags 

J MP EXIT ;Return from VBI 

I hope this is of use to 
Dave j and if he specifies the 
problem w ith DLPs a little 
more precisely s I would be 
glad to try and figure it out, 

Keith Mayhew 
Rayleigh, Essex 



MORE FOR 
CASSETTE 

Dear Sir, 

In the Letters page of 
Issue 27 you asked: 'Is there 
enough call for a cassette 
based version of Revision C?* 

There are still quite a 
number of us out here you 
know, who are solely cassette 
based! And ii is annoying to 
find that so many listings arc 



for disk only. Apart from the 
time factor., surely the only 
real value of a disk drive is its 
search facility which is rarely 
used on home machines. 

I think that you should 
make a condition of 
acceptance that any program 
should be capable of storing 
on both disk and cassette. 
From the listings in your 
magazine it is obvious that the 
contributors are experts in 
their field capable of 
converting their program to 
both disk and cassette, Not so 
easy for the poor cassette 
based beginner. 

D.E.Fogerty 
Salisbury, Wilts. 

Point taken. Wherever possible 
we try to ensure that programs 
accepted for publication are 
suitable for both cassette and 
disk bur there are often cases 



SAME OLD STORY 

Dear PAGE 6, 

I have just returned home 
after three years abroad and 
am disappointed, yet not 
really surprised, to find that 
the plight of the 8-bii Atari 
User is as forlorn as it was 
when I left. The absence of 
any software on the shelves of 
the high street shops, even in 
London s is matched by the 
non-existent hardware. 
Sinclair, Commodore, 
Amstrad, etc., are everywhere 
but no Atari j. though there is a 
smattering of ST*s. 

I tried to purchase a 1050 
disk drive but was told, as was 
being reported in the press, 
that stocks had been sold out 
and a new double sided drive 
was expected soon at around 
£180, I also read that with the 
introduction of the Mega 
Ataris the basic ST is likely to 
be reduced in price w T hilst the 
XE is reportedly going up in 
price, 

It is clear that the XE is 
being overlooked yet again. 



where excellent programs, such 
as The 3-D Animator in this 
issue j are simply not suitable to 
run on cassette. This particular 
program reads in other sections 
of the program from a menu as 
required and also writes out 
individual files which are 
continually updated. This 
might just be possible with tape 
but it would be so cumbersome 
that I doubt whether anybody 
would actually be able to use the 
program successfully! We would 
not exclude a program from 
publication because it was 
written specifically for cassette 
and conversely feel that we 
should publish good programs 
even if they are only suitable for 
dish users. Don't be 
disappointed, you should find 
several programs in each issue 
which will run on cassette and 
next issue we*H pui in that 
cassette based Revision C 
Basicf 



presumably because the ST 
range represents bigger profit 
margins. The 8-bit market is 
basically mail order only 
where overheads are less, 
therefore your reporting of the 
'computer cowboys* is a 
valuable service, and I would 
like to relate to my own 'mail 
order cowboy' experiences- 

Firstly, credit where it is 
due. I have found PAGE 6 to 
have the best public relations 
department I have 
experienced. Orders have 
been despatched promptly 
and queries always answered. 
This is not true of certain 
other publications whose 
organisation is appalling even 
if well meaning , or who do not 
bother to respond at all. 

The worst English 
company I have dealt with has 
been 'Cut Price Software', 
from Harlow, who have had 
my money for ten months 
without responding to any of 
my letters. A solicitors letter 
elicited a response that I had 
not responded to any of their 
letters explaining the 



DOS MYSTERY? 

Dear PAGE 6, 

A minor query regarding 
DOS 2,5. 

I am constantly SAVEing 
programs 3 modifying, saving, 
etc. then deleting all the 
unwanted bits from the disk. 
Occasionally a program 
appears with a L < 1 at one end 
of the filename and a 4 > 1 at 
the other. What is the 
significance of these two 
arrowheads? 

A. Golding 
Banter 

These are nothing to worry 
about. They simply mean J hat 
either part of> or the whole of, a 
program is stored in sectors that 
are numbered greater than 70 7 3 
the enhanced density feature. If 
you booted up with a DOS 2,0 



problems (I have heard that 
excuse before), and a promise 
to return my money, which 
they have not since done, I 
can accept that one letter may 
go astray in the post but not 
every one! I am currently 
taking them to court, 
however 3 they are no longer 
resident at their mailing 
address. 'Cut Price Software' 
are not the worst company I 
have dealt with however, that 
honour goes to 'White House 
Computer', in America w r ho 
have had my money for two 
years! Though the story is 
complicated it is true to say 
that they have also ignored the 
considerable number of letters 
I have written to them with 
the exception of one. About a 
year ago I wrote a particularly 
rude letter questioning their 
parentage and they did write 
back. Guess what they said? 
Correct, they said I had not 
responded to any of their 
letters explaining their 
problems, Again a promise to 
return my money but no 
cheque. None of these errant 
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Write 



disk and requested a directory, 
the programs in the 1 < > 7 
would not appear as DOS 2.0 
uses single density only. 



KILL THAT QUERY! 

Dear Les 5 

I am writing a small 
program that needs quite a bit 
of input, and needless to say 
ail those horrible question 
marks make the display rather 
untidy. Is the re a way of 
inputting without the ?. 

P. Resuirata 
Baghdad 



This is something that puzzled 
almost everybody for year s and 
many people will still tell you 
that it is not possible to get rid 



companies actually claimed 
they had sent the software 
which of course was the crux 
of the matter. If anyone knows 
an American lawyer willing to 
take on an open and shut case 
then I have all the evidence! 

If Atari is to survive 
particularly at the 
'bottom. ''cheap* (8-bit) end of 
the market then companies 
handling their name have to 
be reputable and magazines 
like yours spread the good 
word. If there are too many 
Atari ^computer cowboys' 
then people arc only going to 
buy computers where 
software and hardware arc 
available off the shelf to 
minimise their risk. 

I have been taking PAGE 
o from the first edition and 
have been impressed by its 
continuing to mature. I like 
the outspoken editorials 3 and 
reviews which give opinions I 
value , so more of the same 
please. 

Ray Pinches 
Teddington, iVlidds. 



of the question mark when 
prompting for user input 
without some complex 
programming. Bui il is possible? 
And it is easy/ Just try the 
following lines 

10 DIM AS(1 0) 
20 ? "ENTER 
SOMETHING INPUT 

30? A* 

So just use INPUT #16 when 
you don't want the ? but don't 
ask me whv-f 



STOP THAT ST 
SCREEN 

Dear Sir, 

As I am new to the ST 
and computing in general 
would you answer me a 
question? 

I have various demo disks 
that have a file called 
RE AD. ME. But when I load 
it to read, it whtzzes down the 
screen and I don't get a 
chance to read it! Sometimes I 
have managed to stop it by 
pressing a key ? but by then 
half of the message has 
disappeared! What do I press- 
so it is still at the beginning 
and then what do you press to 
make it move up a screen at a 
time? 

Patrick Olsen 
York 



The correct procedure for 
reading a text file on screen is to 
double click on the file and then 
select Show. If the file has been 
correctly stored on the disk the 
texi should be shown one screen 
at a time* pausing each time 
with a 'More message. 
Hitting Return will advance the 
text one line at a time and the 
space bar will scroll another full 
screen into view. If you wish to 
quit back to ihe desktopjjust 
press Q. That's how it should 
work but problems can arise as 



the result of the file not being 
properly saved in the first place 
or being format led for 80 
column output and being read in 
low resolution which only has a 
40 column screen. The solution 
to the latter is simple Just 
switch to medium resolution and 
Show the file again. If it has 
been properly printed and 
formatted in SO columns you 
should have no problems in 
reading it. If you still get the 
same problem, the only answer 
is to load the file inlo a word 
processor like STWriter and 
then PRINT it to disk rather 
than SAVE it. If you also sei 
the right margin to less than 40 
you should be able lo read the 
file in low-res as well. 

VIDEO TITLES 

Dear Les, 

I have just purchased a 
Sony Video 8 Camera and 
have seen video magazines 
advertise "titling 1 programs for 
Arnstrad, Commodore ete. ? 
for adding ikies to your video 
programs. Do you know of 
any program to do this for the 
Atari? Or is there anyone out 
there who has the 'know-how 1 
to do it? 

H. W Clark 
Barking, Essex 

Several readers have ashed this 
over the years and the good 
news is that Datasoft have just 
started advertising an Atari 
XLiXE version of their Video 
Title Shop program. Hopefully 
this will be released in the L\K. 
shortly through the licensing 
agreemem with U.S. Gold but 
il should he available anyway 
from those specialist retailers 
who normally import American 
titles. 



AIN'T WE GOOD ,„ 

Dear Les, 

Having received my latest 
copy of PAGE 6 I feel that I 
must express my amazement 
at the quality and value for 
money. I compared Issue 29 
with Issue 1 and the 
improvement in the standard 
of the magazine itself, as well 
as the listings j is vast. 

I say that the listings have 
improved but this is no 
criticism of the early 
programmers. Indeed^ 
because of them (and of 
course PAGE 6) Atari 
enthusiasts world wide have 
learnt and developed their 
skills. I would also like to 
thank you for publishing 
screen shots of the listings. 

May PAGE 6 continue to 
give help j encouragement and 
enjoyment for years to come. 

Mr. A.J. Wright, 
Ipswich, Suffolk 

SURE ARE! 

Dear PAGE 6, 

I am the newsletter editor 
and vice president of our local 
users group. We've received 
two issues of PAGE 6 as 
exchanges and to be quite 
honest, it is probably the best 
8 -bit Atari publication in 
existence. The type-in 
programs rival many 
commercial programs and the 
amount of information 
presented is excellent. 

Thanks for an excellent 
magazine and if there is 
anything we can do for you 
here in the States^ don't 
hesitate to ask, 

Gordie Meyer, 

Midwest Atari Group - knva 

Chapter^ 

Ame s j In d iana j U . S . A. # 



Got anything interesting to talk 
about? Or some questions to ask? Or 
some tips to pass on? Write to 
Readers Write, PAGE 6 } P,0. Box 
54, Stafford ST16 1DR 
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Adventure 




' No.19 

GNSLINQER 



North American history is a fascinating subject which is 
liberally sprinkled with potential scenarios for the budding 
Adventure writer. An imaginative author could draw from the 
diverse cultures of the various Indian tribes, their battles with 
the land arid their battles with each other. These tribes 
included the Nez Perce, Shoshoni and Ute of the Rocky 
Mountains \ the Assiniboin, Hidacsa and Mandan from near 
the Great Lakes; the nomadic Crowj Sioux 5 Arapaho f 
Cheyenne, Kiowa 5 Comanche and Apache of the Great Plains; 
the Osage* Shawnee, Cherokee, Seminole j Choctaw and 
Chickasaw of the south and dozens of others. 

Following the Spanish invasion and the later expansion of 
the white man, there were numerous territorial conflicts such 
as those between the Spaniards and the Comanches in the 
south-west, the British^ French and Provincials around the 
Great Lakes* the War of Independence, the War of 1812 and 
the Mexican War, Perhaps a more inspiring era for 
Adventures is that of the first great explorers such as Lewis 
and Clark, the mountain men &uch as Smith and Bridget, the 
early settlers (or sodbusters as they were known) and the 
horrors of the slave trade. 

As the nation grew 5 it saw the emergence of the 
steamboat, ihe gold rush of 1849, the Stagecoach Agej the 
short-lived Pony Express, the Civil War, the construction of 
the g reat transcontinental railroads and the growth of the 
cattle industry which gave rise to the cowboy as a national 
figure. Then there's the Wild West! 

The Wild West is usually taken to m 
tram- Mississippi West from 1865 to 1900. Strictly speaking, it 
wasn't as 'wild' as some of the earlier periods, but it had its fair 
share of violence and lawlessness This is the period that is 
famous for outlaws s lawmen and vigilantes, gambling, 
gunfights and necktie parties which adorn the movies of 

Despite the rich source of ideas, there are very few 
Adventures which take advantage of North America's, 
colourful history. The only two that come to mind are Scott 
Adams 1 l Ghost Town 1 (Adventure International) and Peter 
Kirsch's The Dalton Gang 1 (SoftSide Adventure of the 
Month). Now, at long last, Datatfoft ha& come up with a new 
Adventure lifted straight out of Holly wood's Wild West, 



to mean the 



1 m 



THE REVI 



Guns linger is an illustrated Adventure developed by 
Imagination Development Systems (whoever they are) and 
distributed in Australia by Intel licr eat ions under the Datasoft 
label, U.S- Gold will be releasing a disk version in the U.K. in 
October so It should be widely available by the time you read 
this, ^*_J ^Jr tdtim^i 



It would appear that Guns linger was originally written for 



Garry Francis ventures as far as 
he could possibly go from his 
native Australia - to the Wild West 
where he discovers fact and fiction 
in an adventure ideally suited to 
beginners 






the Apple IL This is probably a good sign as Apple 
Adventures tend to be top notch. The game has since be 



translated for the Atari XL/XE and the Coldsore 64. The 
Atari version conies on three double- sided disks! That's a lot 
of Adventure! 

In Gunslinger, you play the role of Kip Starr, a former 
Texas Ranger who has to rescue his old pal James Bad land 
from the hangman's noose, The Texas Rangers were raised 
when the Texas Revolution broke oui in 1835 and were active 
until around 1890 r They were famous for their courage 
determination, endurance and leadership. 

HOLLYWOOD CLICHES 

In your search for James T you will encounter all the 
Hollywood cliches that you can possibly imagine. There's 
everything from deserts, prairies and rivers to an underground 
mine, an Indian camp and a U S, Cavalry fort. There's also 
three towns, each with a mixture of buildings lifted straight 
out of a John Wayne movie. There's a barber shop, a general 
store, a trading post, a stagecoach office , a blacksmith, a stable, 
banks, hotels, saloons, gaols and much more, Your 
transportation from place to place includes si mule, a horse, a 
canoe, a runaway mine car, a stagecoach and a train. Whew! 
Bat wait! There's also a crooked poker game, a fight on the 
oof of a train, three potential hangings {one is James* and two 
are yours!) and the inevitable gunfights. And while all this is 
going on, the six Dalton brothers are out to get you I There are 
six Dalton brothers in !he game t but only three are introduced by 
mime - Jessie, Horace and Luke. The names are fictitious, 
although they may be inspired by famous gunmen of the period 
such as Jessie James and Luke Short. Horace is a mystery unless 
it is a corruption of Hoss. (What were the names of the three 

driwright brothers in Bonanza?) The selection of Dalton as a 
surname is unfortunate as it causes confmion with the real 
Daltons - Bohj Emmet t and Grauori. The real Dalton brothers 
formed a gang in 1890 and were gunned dawn by the local 
townspeople when making the first attempt to rob two banks 
simultaneously at Coffey vilh* Kansas in 1392. Only Emmeit 
survived and he served 15 years in prison r 
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SEVEN SCREEN WINDOWS 

After you've booted the gmit and been through the 
obligatory titles, you get your first glimpse of the unusual 
screen layout. The screen is divided into seven windows. The 
three in the top left corner give you a brightly coloured picture 
of the current location, cute little pictures of any visible items 
and a one Jine description of the current location. The 
graphics are quite good. 

The window at the bottom of the screen is where you type 
your commands and get the program's responses. The unusual 
part of the screen layout is the windows in the top right 
corner. The main one shows you a list of 13 verbs. You can use 
a joystick to move through the verbs until the one you want is 
highlighted., then press the joystick button and it appears in 
the bottom window just as though you had typed it from the 
keyboard. If the verb you want isn't shown, you can use the 
joystick to page up and down through the rest of the verbs. 
Once a verb is selectedj the nouns appear automatically, This 
is followed by pronouns, then back to nouns. You can also 
view verbs s nouns and pronouns in a different order if you 
wish. You can terminate your command at any time by 
highlighting the ( CR S and pressing the joystick button. 

One notable omission from the vocabulary is the compass 
directions which are normally used to move about in a game, 
Movement is achieved by placing ihe cursor in the bottom 
right hand corner of the picture of the current room. When 
you do ? a compass appears. Highlight the direction you want 
to go and press the joy&tick button. Hey presto! 

This whole concept is not new, I've seen it on ST game*, 
but it's a novelty on 8-bit machines. Unfortunately, it is 
horribly slow and cumbersome to use, I don't think a normal 
person could use it for very long without going mad, but it 
may be of some use to disabled people who can use a joystick, 
but can't use a keyboard. The bottom line is that you can use 
keyboard only, joystick only or a combination of both. The 
choice :s up to you. 



EASY PUZZLES 

After experimenting with all the controls^ you can get into 
some serious Adventuring, You II find that the game is quite 
pleasant to play. It has a small, yet adequate vocabulary and it 
always tells you when a word is not understood or if you're 
using it in the wrong sense. The puzzles are all relatively easy, 
but some require a hell of a lot of trial and error. These are 
usually situations where you die if you make a wrong move, so 
frequent game saving is the order of the day< 

The game has a few minor bugs {don't they all!), but 
nothing really drastic. There were at least three situations 
where a word began with a lower case letter rather than upper 
case (or vice versa}, but otherwise the spelling was 
excellent... providing you speak American! A few of the 
American spellings that cropped up were fiber instead of fibre, 
ax instead of axe ? center instead of centre and jail instead of 
gaol. Also Goldy Locks should have been spelt Goldilocks and 
ok should really be O.K, or okay, but this is nit-picking. More 
important perhaps were the two occasions when the mule was 
called a donkey. Oh dear! The poor creature! A mule is actually 
a cross-breed between a horse and an ass { or donkey, depending 
what country you live in) used as a beast of burden and is usually 
sterile. 

My only real complaint is a Jack of coherence. When 
playing the game, I had an uncomfortable feeling about it, but 
I couldn't place my finger on it at the time. It was only while 
doing research for this article that I suddenly realised what 
was wrong. The authors have deliberately incorporated all the 
Hollywood Wild West cliches that they could possibly think of 
without giving any consideration to authenticity. As a result, 
we have a blend of fictitious characters using the names of real 
people, real events that have been distorted to fit a fictitious 
story, a dubious time scale and geography ranging from 
Canada to Mexico. This is a personal grudge and most people 
wouldn't even notice it, but it makes for interesting discussion. 
Some of the more interesting points are printed in italics 
throughout this article. 

Overall, I thought Gunslinger was a thoroughly enjoyable 
game. It's fairly easy to play and would probably suit a 
beginner providing he or she exercised a little patience and 
saved the game frequently. 

GAME PLAYING STRATEGY 

The first location in Gunslinger has you stranded in the 
blazing hot desert beside your dead horse. Even before you've 
got time to read the caption a lone horseman appears over the 
horizon and gives you a ride to Dawson City. It is here that 
your Adventure begins. The only Dawson City that I know of is 
the one at the fork of the Klondike and Yukon Rivers in 
Canada 7 s Yukon Territory, Dawson was the local boom town 
during the last great gold rush in the freezing winter of 1898 - not 
exactly a deser t I If this assumption is true> then it sets the period 
at no earlier than 1898, This places h right at the end of the Wild 
West era ? which fits in well with the rest of the game. 

Dawson is an interesting little town. It is full of colourful 
characters and all of them are willing to talk to you. You can 
get a trim and a shave at the barber shop s buy something to eat 
at the general store or take a shot of whiskey at the saloon. 
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Unfortunately, none of these actions are very helpful in getting 
you to Mexico to rescue James from the hangman's, noose. It's 
a l-o-n-g walk from Canada to Mexico, so maybe you should 
find some transportation. If only you had enough money! 
What about trying your luck at the poker table? The popularity 
of poktir is a Hollywood myth. The most popular card game* 
amongst frontier gamblers were actually Faro and Monte, 

Aha! Your first encounter with one of the Dakon 
brothers. Can you beat him at poker and live to tell the tale? 
The solution to this problem is typical of all the major puzzles 
in the game. You must do exactly the right thing at exactly the 
right time or you'll get killed. A lot of trial and error and 
careful timing is in order. You'll only find the correct sequence 
of moves by dying a few time?., so make sure you save the game 
first. If you need a hint,, check the instructions that came with 
the game and the excellent artwork on the packaging. 

If you play your cards right at the poker iable s you should 
find yourself with enough money to buy a stagecoach ticket. 
The stagecoach seems a Hide out of place in the Yukon. Not only 
j.t The terrain unsuitable for stagecoaches , but the Stagecoach Age 
had come and gone by 1898. 

Unfortunately for you, your trip is not without incident. 
True to Hollywood style., the stagecoach is attacked by bandits 
and you are shot before you reach your destination in Carson 
Cityj Nevada. When you awake, you find yourself in a dried 
out riverbed on side B of the disk. Your wounds have 
miraculously healed, but all your belongings are gone, You are 
probably somewhere in California, for there is an old Spanish 
well and an abandoned mining town nearby. The town's only 
inhabitant is a weather-beaten old prospector who owns a 
sluice box and a mule. The sluice box could come in handy s 
but it's the mule that attracts your attention. After all, it's still 
a long way to Mexico' 

Unfortunately, the grizzled old prospector is not about to 
relinquish his precious belongings, at least not unless you've 
got something valuable to offer. Perhaps a search of the town 
is in order. 

The town contains a range of deserted buildings and a few 
seemingly useless objects, but nothing to offer the old 
prospector. If you follow the road north out of the town, you'll 
discover a sealed mine entrance^ but try as you rnayj you can't 
get in. If all seems lost, go to the other end of the town and 
give some thought to this... When is a dry river bed not a dry 
river bed? The answer is crystal clear. Tm damn sure of it. 

Entering the mine takes you to disk C. Td suggest you 
ignore the mine car for the moment and explore everything 
else first. You should find a few useful objects including 
something that may interest the old prospector. When you're 
satisfied that you've been everywhere* hop in the mine car for 
the ride of your life. Actually 'life' may not be quite the right 
word to use! This is another situation where you will probably 
get killed off a lot while trying to find the right combination of 
moves. 

If you survive the mine car incident, you II soon find 
yourself on a ledge overlooking the ghost town at one end and 
an Indian camp at the other. The Indian camp is inaccessible 
at the moment, but ai least you know where to head next. In 
the meantime, it's back to the ghost town to barter with the old 
prospector. 

Dam it! He still won't part with his mule. You'll have to 
find something more valuable. Bui what? Diamonds? Silver? 
Gold? Gold! Of course! A little prospecting and a little more 
trading and you should find yourself mounted on the 



prospector's trusty mule* ready to venture into Indian 
territory on disk D, Three dbk$ down and three to gOj but the 
hardest is yet to come! 

The mule cannot take you beyond the Indian campj so it's 
time to look for another means of transport. The Indians are a 
peaceful lot, so you can explore the camp unhindered. Aha! 
The river looks promising a but there's only one canoe and it's 
not yours to take. You might be able to trade with one of the 
Indians s but which one owns the canoe? Try talking to them 
all and you II soon be directed to the canoe^s owners. But what 
can you offer them? I hope you were thorough in your 
exploration of the ghost town because there's no going back ! 
The instructions and artwork may be useful here. 

Before you know it, you'll be peacefully drifting down the 
river in the canoe. Oh, oh! There's Horace Dalton! And he's 
pointing a gun in your direction. You*d better think fast and 
act fast. I don't think he*s here for the DUCK shooting! 

Even if you avoid getting shot, the next move finds you on 
the brink of a waterfall. Sheesh! Talk about out of the frying 
pan and into the fire! The box artwork provides a solution for 
the third and final time. 

If you survive the waterfall 3 you*ll find yourself in the 
middle of a prairie somewhere on disk E. There's a U.S. 
Cavalry fort nearby, but none of the soldiers are particularly 
friendly. As a matter of fact, if you hang around for too long 
they throw you in the stockade for conspiring with the 
Indians, After 4 moves, the guard peeks in and gives you your 
last meal. Things don't look real promising! After 12 moves, 
the guard gives you a cigarette and after 20 moves 3 you get 
dragged off to the gallows. (I knew smoking was a health 
hazard, but this i$ ridiculous.) 

When you're first thrown in the stockade, all your 
belongings are taken except for what you* re wearing. It's 
possible to escape from the stockade, but you must do so with 
only the items you find after your imprisonment. Timing is 
also important. If the guard bursts in at the wrong timej you'll 
be killed straight away. If you break out too early 5 you could 
miss out on an important item. 

If you manage to escape^ you'll find yourself on top of the 
fort's wall, However, the alarm has been raised and soldiers 
are closing in from all directions. The only escape route is 
down, but it's too far to jump and survive the fall. Did you 
explore the fort before you were captured? If notj restore a 
&aved game and go back to the warehouse. Here you*ll find an 
item which may help your escape attempt. All you've got to do 
is to somehow smuggle it into the stockade without it being 
taken from you! 

After you escape from the fort, the soldiers continue to 
close in on you. The only way to escape them is to burn your 
bridges behind you ( so to speak) and run like blazes, If you 
don't waste any moves and you don't run straight into the 
soldiers' arms, you'll get a chance to jump aboard a moving 
train before the soldiers can catch up. 

Even if you make it to the train, there's no time to rest 
Seconds later, the train comes to a screeching halt and the 
bouncer searches the boxcars to make sure there's no 
freeloaders. If you hang around 3 the bouncer will surely find 
you and beat your brains out with his billy club, The only 
alternative is to try and hide, but this brings you face to face 
with Luke Dalton, Not much of an alternative is it^ Timing is 
crucial once again, but if you can survive the encounter with 
Luke, you finally get a chance to rest. 

Hours later 3 the train pulls in to the station at Tijuana. 
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STRATEGIC PLUS SOFTWARE 

Dept. P6 
P.O. BOX 8 
HAMPTON 
MIDDX. TW12 3XA 

ATARI 80OXL/XE SOFTWARE 

AutoD uel ( Origin UK ) £ 1 9,95 

Gettysburg {SSI) £29,99 

Battlecruiser (SSI) £29.99 

Phantasie (SSI) £19.99 

Impe r i u m G a lac turn (SSI) £35.00 

Conflict in Vietnam (Microprose) £19.95 

Colonial Conquest (SSI) £24.99 

Wargame Construction Set (SSI) £19.99 

War In Russia (SSI) £29.99 

Wizards Crown (SSI) £19.99 
Rebel Charge at Chickamauga (SSI) £24.99 
The Eternal Dagger (Wizards Crown II) 

(SSI) £19,99 

PRICKS INCLUDE VAT AND P&P 



STRATEGIC 
PLUS 

SOFT WAR E 



ATARI ST SOFTWARE 

Flight Simulator II (Sub-Logic) £42.00 
I* light Simulator Scenery Disks 
Nos. 7 & 1 1 (Sub-Logic) EACH £20.00 

£29.99 
£24.95 

£35.00 
£24.95 
£43.00 
£49.00 
£22.95 
£19.95 
£35.00 
£43.00 



Colonial Conquest (SSI) 
Ultima IV (Origin UK) 
Great Battles (Royal Software) 
AutoDuel (Origin UK) 
Gridiron (Bethseda) 
Micro League Baseball II (MLS A) 
Tracker (Rainbird) 
Knight Ore (Rainbird) 
Breach (Omnitrend) 
Empire (Inter stel) 

COMING SOON 

Universal Military Simulator (Rainbird) 
Dungeon Master (FTL) (ATARI ST) 



VISA 



Telephone: 01-979 2987 

SEND ONE POUND FOR OUR LATEST SOFTWARE CATALOGUE 

{REDEEMABLE WITH FIRST ORDER) 




Tijuana is on the west coast of Mexico, immediately south of 
the border with the U.S.A. It is here that J ames B-adland is to 
hang. 

Leaving the train lakes you to disk F. From the train 
station it is a short walk through ihe desert to the streets of 
Tijuana. A quick exploration of Tijuana reveals its Spanish 
influence including an archway, a cantina, a cathedral, the H.I 
Banco Nacional and the local lockup where James is 
imprisoned. If your attempt to rescue James is to succeed, 
you're going to need a Jot of careful planning and, of course, 
the usual experimentation and game saving helps. Fd suggest 
you pay James a visit and have a talk to him before you try 
anything. This at least gives you access to his horse and rifle. 

When the bell starts ringing,, you know that the end is 
near. James is taken to the gallows and a crowd gathers near 
the central plaza. When the bell stops ringing; James will be 
hung. Timing is crucial. You have to save James before the 
bell stops ringing. Maybe you could position yourself 
somewhere that gives you a good view of [he gallows and use 
your Texas Ranger marksmanship to cheat the hangman of his 
quarry. (Just be careful not to shoot James.) The bloodthirsty 
mob wiM not take kindly to this move and you'll have to act 
fast to ensure your own escape. The secret is to have 
everything planned in advance. 

The very last move of the game turns out to be a real 
disappointment as the program takes over and everything 
happens automatically. In one move you save your own skin, 
snatch James from the gallows and together you ride out of 
town. 



The game should end at that point, but it pushes the 
friendship by extending the automatic scenario so that after a 
two day ride, you and James find yourselves at the O.K. Corral 
in Tombstone. Arizona. The game finally ends as you gun 
down the three remaining Dalton brothers (despite the fact 
that you have only one rifle between you]). The shootout ar the 
O.K. Corral is the most notorious in ihe history of ihe Wild West. 
It occurred in October 1881 when Virgil } Wyatt and Morgan 
Earp and a gambler friend known as Doc Holliday (from his 
profession as a dentist) excha?iged gunfire with four local 
cowboys j Iks and Billy Clanton and Frank and Tom McLaury. 
Virgil and Morgan Earp and Doc Holliday were wounded durittg 
the foray. Billy Clanton and both the McLaury brothers were 
killed. Only Wyatt Harp and Ike Clanton escaped unscathed. 

NEXT ISSUE 

Well, so much for Gunslinger, Next issue promises to be 
another interesting one. If all goes well, Til be taking a look at 
The Neve rending Story - the book^ the movie, the Adventure. 
I've been looking forward to this one for a long time. See you 
then. 

Garry Francis 
26 Baringa Road, 
Earl wood > 
N.S.W, 2206 

Australia * 
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TURBO 
BASIC 

More Graphics 

by Gordon Cameron 



One of the advantages of Turbo Basic is its speed. You 
can achieve great demos which would not be at all effective in 
Atari Basic, This one from Gordon Cameron uses colour 
cycling to achieve a fine animated effect and is a good example 
of how [he structure of Turbo Basic can be very different from 
ordinary Atari Basic. 

Take a look at how procedures are defined for the three 
main parts of r_he program and the use of unique Turbo 
commands such as DO* LOOP and REPEAT within the 
PROCedures. Another feature is the use of labels in certain 
lines. Check line 1550 which draws a border around the 
screen, for a good example of how a program can be more 
easily understood. What could be easier when drawing a 
border than saying go along, down, back and up? One thing 
that Gordon did not do was to renumber the program. One of 
the reasons for having labels and being able to GOTO a label 
is that a program can be renumbered without having to worry 
about whether variables have been used for line numbers, 



YOU CAN DO THIS! 

So there's another example of Turbo 
programming. Can you do better? We'll pay you £20 for 
a good example of Tur bo programming. It must use (he 
features unique to Turbo and be well structured and it 
must fit on one page, Please also include a brief 
explanation of the program. Anything will do, but try 
and make it different! 



WHAT IS TURBO BASIC? 

Turbo Basic is a new Basic language for the 
Atari originally published in the German magazine 
Happy Computing who retain the copyright but 
have releasvd the program to the public domain. It 
adds over 60 new commands to Atari Basic, runs 
three to five times as fast; is totally compatible with 
Atari Basic and comes with a compiler to compile 
any Atari BAsic or Turbo Basic program to run at 
machine language speed- You should he able to get 
a copy from any source of Public Domain software 
such as your local user group or the PAGE 6 
A ccessory Shop. 
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AK 
DY 
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OP 
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REM 

H-4Q I V=94 : Ti-na ; C-4 i CONST-34 
16 EHEC &RAH-JCIHCLES 
15 EXEC DRAH-BOROeR 
20 EHEC ROTATE-COLOURS 
30 END 

40 " 

1000 PROC PRAM-CIRCLES 
GRAPHICS lO 
FOR A-fl TO 4:SETC0LOR 



HB 
FP 
RQ 
HT 
FW 



1010 
1626 
T A 
1035 
1030 
1040 
105 0 
1055 

MM m&o 
TH 107ft 
f OBB 
1065 
1090 
1095 

lioo 

+ 10 

lies 

1110 
1120 
1500 
1516 
1520 
1530 
1650 
P 

1552 
155S 
1557 
1 £ fi-O 
1570 
1500 
15*6 
1600 
1662 
1604 
1610 
1612 
1614 
162© 
1622 
1624 
1630 
1632 
1634 
1636 
1640 
1645 
1650 
1655 

2000 
2010 
ZQ2& 
2836 
2040 

2666 
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DO 



NK 
DI 
MH 

AU 

JZ 

zii 

VH 
KK 

UF 

FK 
LO 

NY 

TU 

UI 
LU 
TN 

MX 
AU 
ZK 
YH 
CH 
g H 
JS 
AR 
FK 
JU 
MJ 
HE 
JY 
SA 
MK 
KB 
YU 

OR 
JK 
JR 

VH 

PS 
LC 
MO 
RP 
CA 
AF 
KM 
UG 
HO 
DH 
OC 
RU 
HH 
MY 
AI 
£2 
YO 
HP 



COLOR G:C0UNT-Z-C 
DO 

CIRCLE X,Y, COUNT, CONST 
eOWNT-COUHT-5 
IF eOUMTCO THEN EMIT 
fc OOP 

C=G+1;IF C=9 THEN EHIT 
LOOP 

COLOR 4 t PLOT KjOlDRAHTO H,16G 
FOR C=10 TO 1 *TEP -1 

COLOR CC/25 +3 ! CIRCLE H J V i 34,C 

NEHT C 
EHDPROC 



Y 



PROC D R A H_ B ORDER 

K=4 ! Y=0 : C=4 ! FLAG=1 ! PLOT 
DO 

COLOR C 

OH FLAG GOV ALOHfc, &OHH , B ACK , U 

EHIT 
tt MARK 
DRAHTO H # Y 

C=C+l;lF C=9 THEH C-4 
LOOP 
END PROC 



tt ALONG 
H-H + 2 : IF 
GOtt MARK 
tt DDHN 
¥=Y+4 : IF 
GOtt MARK 
ff PUCK 
H=K-2 3 IF 
GQtt MARK 
tt UP 
Y=Y-4 : IF 
COtt MARK 



K> = 75 THEH GOH FTMIStttD 



Y>=lfiS THEN GOtt FINISHED 



H<-4 THEN GOtt FINISHED 



Y<"0 THEN GOtt FINISHES* 



tt FINISHED 
FLAG-FLAG*! 
L.0tt HARK 



2070 
JlittB 
20^0 
2100 
216$ 
2110 
21 45 
2116 
2120 
2130 
2140 



PROC ROTATE— COLOURS 
DO 

CYCLE-4 
REPEAT 
C0LN0=1 
REPEAT 

LUH^ f COLHftt C YCLE1 *Z + 6 
IF LUH>14 ¥HEH LUH=LUH~16 
SETCOLOR COLHO, l*LUK 
C0LN0=QOLN0+l 
UNTIL C0LN0>4 
CYCLE^CYCLE-1 
UNTIL C YCLE <0 , 
KEY- CREEK CS32733 <>7J 
IF KEY THEH EMIT 
LOOP 
FNDPROC 
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The big event of 1987... 








Organised by 
Database Exhibitions 



Champagne Suite, Novotel, 
Hammersmith, London W6 




1 Oam -6pm Friday November 20 
10am -6pm Saturday November 21 
10am 4pm Sunday November 22 

The record-breaking Atari User Show is back 
- with three action-packed days devoted to 
the ever-expanding Atari market 

+ Try out the very latest UK and US 8-bit software 

* See the full ST range, including the new mega ST 

* Snap up the never-to-be-repeated bargains 

* Expand your system with powerful new add-ons 

* Get helpful advice from Atari User's own experts 

*■ Experience the fascinating world of communications 
. . and much, much more! 



■ 
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This is the 



show you mustn't miss! 



Advance ticket order 



Send for 




your advance 


tickets now 




- and SAVE 




£1 a head! 


IS' 




Please supply: 

□ Aduit Tickets at £3 {save £ ] ) £ 

□ Unolei-ife tickets^ £1 [save £lj £ 

Tarai £ 

Q Cheque enclosed made payable to 
Database Publications Ltd. 

D Please debu my credit card, amount 
Access / Visa 

Mill Mill i I i i i Itlll 

Admission at door Advanc* tick*1 onlin most 

S3 (adults), £2 (under Its) ^ Wwtawsrf-iy 

NoV«Ihb«E LL 



Post to- Atari U«r Chitetmu Show Ticket, Europa House, 
6fl Chester Road, Hazel Giove, Stockport SKJ SKY. 




CHRISTMA S 
si' 



Champagne Suite, NQVotei r 
Hammersmith, London W$. 
November 20-22, 1987 



Name . 
Add*ess 



«-^«- I III I I III IB 



.Signed 



PHONE ORDERS: Ring Show HotlM*: 061480 0171 
PRESTEL ORDERS: KEY THEN 614568383 
M1CROLINK ORDERS: MAILBOX 72 :MAGflO 1 

Please quote credit curd number and fitll stress -f address 



I 
I 
I 
I 
I 
I 
I 
I 

!l 




TUTORIAL SUBROUTINES 



3. HIGH SCORE 
SAVE 



by Ian Finlayson 



Many games for your computer have a high score feature: 
to ensure you play again and again to try an improve on your 
previous performance., but few games will remember your 
high score from one playing session to the next. The 
subroutines which follow will allow you to add a high score 
save feature to any Basic game. Kef ore going any further I 
must first sound a warning - as the subroutines will write to 
your tape or disk do not add them to your original program, 
work on a copy! 

FORCED READ MODE 

The technique used is called £ Forced read" and is a very 
powerful feature of 8 bit Atari computers which allows a 
program to modify itself by automatically waiting program 
lines on the screen and then reading them as if they were typed 
in manually, The forced read mode is used here to change line 
31210 so that the variable TT7 is set equal to the highscore of 
your completed game. In a more complex application one of 
the early graphics programs for the Atari called Draw r pic used 
this technique to store pictures by first transforming the screen 
data into ATA SCI I characters in a long string and then 
adding the siring to the program by using forced read. 

THE SUBROUTINES 

Two subroutines are required for the high score save. The 
first is very short s only two lines - 31210 is the line which will 
be modified and 31220 will set HIGHSCORE equal to the 
saved variable at the beginning of a game. You will have to 
change the variable name that I have called HIGHSCORE to 
the name thai is used to store the high score value in your 
game program. 

The second subroutine is the one which rew rices line 
31210. As this also saves the game I have included versions for 
tape and disk. Keep line 31270 for use with disks or 
alternatively delete line 31270 and remove the REM from lines 
31280 and 31290 for cassette use. 

SUBROUTINE ANALYSIS 

The first subroutine requires no explanation but I will 
expand on the second, When we call this subroutine game play 
is over and we wish to save the game complete with the new 
high score. 

Line 31230 - In this line we check to sec if the new high score 
(HIGHSCORE) is better than that saved last time (TT7). If it 
is not there is no need to save it and the subroutine returns 
immediately to the main program. 

Line 31240 - First select Graphics 0 to allow the required text 
to be written to the screen. This is necessary as most games 



In the third of our Tutorial 
Subroutines Ian Finlayson 
provides a means of saving high 
scores in your program — not fust 
for one game but as part o f the 
actual program 



will be in other graphics modes. Then move the cursor down 
three lines and print line 31210 showing the variable TT7 
equal to the new value of HIGHSCORE. 
Line 31250 - Move the cursor down again and print "CON T" 
Line 3 1260 - Put the cursor back to the top of the screen. Poke 
842 with the value 13 to enable forced read mode and STOP 
the program to start the forced read. At this point the 
computer will scan the screen and implement what is there; so 
it will read the new line 31210, including ic in the program^ 
and then read the CONT command which restarts the 
program at line 31270. If you use this technique in your own 
programs remember to leave a blank line or two before the 
"CONT" statement or the forced read will sometimes skip 
over it and go into an endless read which can only be stopped 
with the RESET key. 

Remember also that the program will restart at the line 
after the line where it stopped; any further statements after 
STOP in this line would be missed. 
Line 31270 - POKEing 842 with 12 disables forced rcad 3 
otherwise the computer will try to read the screen again next 
time the program is stopped (e.g. at the endj after the game 
save}. Next we save the game back to disk complete with the 
new line 31210 and high score value , 

Line 31280/90 - These lines replace 31270 for cassette users. I 
have included a prompt to rewind the cassette as this is often 
forgotten whep your game is loaded initially. 

If you do not want to return to the main program to 
finally exit the game then replace RETURN in line 31270 or 
31290 with END. 

USING THE SUBROUTINE 

To use the high score save you will have to add two 
subroutine calls to your game program. The first will be 
GO SUB 31200 which must be in the initialisation sequence of 
your game, If your game program contains a statement which 
gives an initial value to your HIGHSCORE variable this 
GOSUB should replace it. The second will be GO SUB 31230 
and this should be near the end of your program after a 
prompt such as "PLAY AGAIN? (Y/N)" so that you only 
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THE CASTLE OF 
CIRE-NAMPAHC 



HK 311?? REM FflGr 6 KK 

*H* SUBROUTINE TUTORIAL 

*» Sfi y E HIGH SCORES ** 

TS 31288 ft EM KICK ii MMMMMMMMM HMMM KMH HU M t C 

»* FIRST TO GET HIGH SCORE** 
OV 31210 TT7-0 

BC 31Z2B HIGHSCDRE=TT7! RETURN 

WH 3122? REM KWUMM X KHMKMMWMMMKMV H HM HUM 

** REUNITE LINE 31210 ** 
WHKKMMlCMMKMWHUWHHK i lKMK t CMMWH 
LI 31230 IF HIGH5CORE<=TT7 THEM RETURN 
DV 11.249 GRAPHICS 9:? 5 ? 3 ? *«3;±ZlQ TT?-"; 

HIGHSCOiRE 
XM 31250 ? I? :? "COMT 1 * 

HK 31260 POSITION Z, ft! POKE 0*2 , 13 : STOP 
ID 31270 POKE 042*12 :5flUE M D : GAME 11 1 RETURN 
HO 31200 POKE 842,12!? + TAPE ifc : 

7 : ? 1 'PRESS Eragilrlj ] GJB32 AND THEM hi* ill d 
□•■!? !? li T0 SAME GAME AND HIGH SCORE" 
VM 312?0 REM CSAVE; RETURN 



A 100% machine code 
adventure 
by Eric Chapman 

To celebrate our fifth birthday issue, the Disk for this Issue will have 
a special bonus on the reverse sick - a 10€% machine code adventure thai 
is i$p long to fit in the magazine. Remember this program is only avail- 
able on the Disk for Issue 30, Disk subscribers will receive their copy 
automatically but you can purchase the disk separately for just £3 95. 
Send £3,95 to PAGE 6, P.O. BOX 54, STAFFORD, ST 16 1DR and 
she Diik with all the programs from this issue AND the bonus adventure 
will be on its way to yvu , 

THE ADVENTURE 

'The Casite of Cire-r^^arnpahc , is a text adventure in the 
traditional style. It contains a large number of locations, numerous 
object* 10 be manipulated, and an extensive vocabulary. 

The primary object of the game is to escape from the casile, A 
secondary objective is to gain the maximum number of points (L 000) 
in doing so. Points arc awarded for discovering valuable objects and 
eventually transporting them outside the castle. Points are also gained 
for overcoming obstacles and for reaching certain strategic situations. 

The castle is not without its dangers of course, and though these 
are not likely to be immediately fatal it is nor. advisable to collect too 
many bumps and grazes. All of the dangerous situations can be over- 
come by logical means, albeit slighily tonguc-in-cheek at times. 

PLAYING THE GAME 

At each stage you will be presented with a description of the 



save the game and high score when you have finished playing 
and not after each game. 

ALTERNATIVE HIGHSCORE SAVES 

You can try other ways of saving your high score value. 
This is quite easy to do with the direct file access of disks., but 
* the problem is greater with cassette tape because of the 

sequential nature of records. One way of shortening the time 
to save the high score would be to LIST "C:" S 31210, This 
would save only the Jine which has just been rewritten. You 
can then use forced read for an ENTER C: command near the 
beginning of your program and the whole will run 
automatically, but there will be a problem repositioning the 
tape to the end of the main game program after ENTERing 
line 31210 at the beginning of the game and before the LIST 
"C:"312J0at end of play, 

I would be pleased to hear from anyone who develops 
further useful subroutines from those in this series, and from 
anyone who would like a particular topic addressed in these 
articles. If you want a personal reply please enclose a stamped 
envelope and I will try to write back. My address is Ian 
FmlayKon, 60 Roundstone Crescent, East Preston, West 
Sussex BN16 1DQ, * 



location, followed by the request l What shall I do?\ Type a one or 
two word command, followed by RETURN, If the command is 
recognised it will be aciioncd and an appropriate response given, If 
the command is not understood you will be told so. You can type 
more than two words if you wish* if so, the first two words which are 
in The program's vocabulary will be taken to be the command. For 
example, FOR PETERS SAKE GET THE WRETCHED LAMP!* 
would be understood as l GET LAMP*. 

Movement commands can be entered merely by the initial letter 
of the direction, i.e. N(orth), S(outh), E{ast) s W(est), U(p) and 
D(owtl). These commands can also be entered in full if you wish. 
Other useful commands are;- 

INVENTORY - list the objects carried 

SCORI: - print the currem store 

LOOK - describe the current location 

SAVE GAME ~ save the current status for future retrieval 

RESTORE GAME - restore a previously saved position. 



USEFUL HINTS 

To solve the adventure you will almost certainly need to make a 
map. Remember that passages can twist and tunij so that a move in 
the opposite direction TO your previous move will not necessarily take 
you back where you came from. However there is no magic or other 
inconsistency in the game, so it can be solved entirely by logic. 

Watch out for clues which are given from time TO time. These are 
usually not obvious 3 but if you think about the reasons for some of the 
statement Sj or the objects which are present , you may get some ideas 
for making progress. If a command is not understood, it may be 
worth rephrasing it, 

If you get stuck it is probably best to save your current position 
and leave the game for another day. It is fairly difficult to solve, so 
you will noc complete it in one sitting anyway. Depending on your 
experience and perseverance, ii will probably take several weeks or 
even months. 

Remember, THE CASTLE OP CIRE NAMPAHC is only 
available on I* AGE 6 Issue 30 Disk. 
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tfiSTLE 



I would consider to be somewhere In 
between a game and educational software and the aim of it is 
quite simple. You are in The Cellar* of the old Letter Castle 
have to move all the way to 'The Roof Garden', This 
rould be really simple if there was not a problem with the 
staircases. It is^, of course^ a very old castle and unfortunately 





most of the steps leading up have been destroyed during 
centuries of weathering, so to reach each floor you have to 
■ebuild the stairs, 

Ail the steps required to rebuild the stairs are still there, 
ou cannot hang them up in the air 3 they have to be 
supported by something. Unfortunately you will not find any 
suitable construction materials for this task, however since you 
are in a 'Letter Castle* you could most probably make use of 
the tetters that are hidden in each floor of the castle. You have 
to find them,, bring them to the staircase and place them in 
suitable places under the stairs. Why these places have to 
suitable will be explained. It has something to do with the fa 
that the letters are not just magic letters to fix the staircase but 
also have to have a meaning. Once you have buik up 
complete staircase you can move to the MX* fl° or where yi 
will face the same problems. The weathering, you know! 
Finally you will reach the top floor* unless you gave u] 




Hidden on various floors of an old 
castle are letter puzzles which you 
must solve to get to the top of the 
castle* Peter Ohlmeyer provides 
an original, thought-provoking* 
puzzle game that wiU challenge 
you for hours 



4^ 

reconstruct the stairs 



before 3 and then you will know how fk&t am 




in constructing the stairs. 



This is all I have to tell you a omit tne 
Castle. Now I have to tell you how to play it. 



HOW TO 



I tosume that the description given above was * 
promising that you will undertake the formidable task of 
typing in the long listing. Before you starts have a look at th 
large number of 'nonsense * DATA lines at [he end of the 
isting and make sure that you are using TYPO 3 to check 
rour work! You arc tucky* I could not use it when developin 
the program and the DATA lines! Quite frankly, I typed in 
the normal words and had a conversion subroutine do the jo 
her wise 1 would still be busy correcting these DATA lines 
Once you have typed in the listing and have checked i 
with TYPO 3, save a copy io disk or tape and the RUN it. The 
title screen will appear and as the program initialises th- 
screen will change. After a short while you will see a short 
Sanation of the game and you are asked 



Vv' 




ly form a city or state, an animal 
name or a celebrity. There is something particular about the 
names of people. They may either be only the surname or a 
combination of the first name and the surname. In the latter 
case, no 'space step' is left between the names j e.g. Henry 
Moore would read HENRYMQGRE when building new 

Your choice is made by pressing the appropriate number 
key and then play will commence. A screen will be drawn 
amed THE CELLAR. You will see walls^ stairs, an arrow 
d an information line at the bottom that displays from the 
left to right; the subject of your choice, the time left for stair 
construction, the letter you are actually carrying (once you 
have chosen one) and your actual scoi 




CITIES 

2. STATES 

3, SPORTS 
+ ANIMALS 
. PEOPLE 






Your choice wiU determine whether the Letters require i 



Before you start to play seriously it is wise to have a 
practice run to familiarise yourself with the layout and 
bjectives. You will find a fanny little creature waiting to be 
oved with your joystick plugged into port one. Move htm by 
ushing the joystick into the desired direction. You will not 
e any letters at first but passing aver a letter field makes the 
ter automatically appear. When a letter appears you have 
o possibilities. You may either leave the letter untouched 
and move around to search for more letters or you can decide 
that you want to use the letter for the construction of the 

airs. If so, ciove the little man over the letter and push the 
fire burton on the jay stick. You hear a beep and the letter 
hanges its colour to let you know when you return to the floor 
t you have already taken it, 
Once you have chosen a letter you must carry it to the 
taircase. Move the little man over the arrow and THE 
T AIRS' will appear on the screen. Let*s first try the ladders, 
ovc up and touch the arrow in the top left corner. This will 
low you to 'Give Up J the ptrzzle you are working on by 
shing the fire button with the little man placed on the 
rrow. Your score is reduced by 200 and you will proceed to 



the next floor, Sometimes it is wiser to give up because if the 
time runs out you will proceed to the next floor but your score 
will be reduced by 250, 

Now go back down the ladders to where: you came onto 
the screen and move straight to the right. You will reach the 
L:dge of the wall and just fall down. The only consequence is 
thai you reduce your score by 50 points. You may choose this 
possibility for speed or u&e the downward ladder to reach the 
paths underneath the triangles marking the step positions. 
Assuming you are carrying a Letter., move the little man under 
the triangle where yon want the letter to be placed and push 
the fire button. The step falb into its proper position and is 
held by the letter, 

GET SOME MORE LETTERS 

To collect more letters you leave THE STAIRS by 
moving over the arrow In the right comer. Now pick up a new 
letter and repeat the procedure of placing it m empty positions 
of the stairs. Once you have placed a number of letters you can 
check whether they belong to the puzzle word or not. Climb 
up the steps and the correct letters will change colour whereas 
letters not required will disappear and the triangles will 
replace them again. Upon returning to the floor screen, the 
correct letters are now shown underneath the floor's name. 

It should be explained that 'correct' only means that you 
need the letter to solve the puzzle, it does not necessarily mean 
that the letters are already in their proper positions. 

Let us return to the floor screen and have a closer look at 
it. After placing a few letters you have to continue to find the 
letters and carry them to the staircase. I forgot to mention that 
only on the first two floors can you reach all rooms to collect 
letters. In the following two floors , one part of the castle is 
locked and you have to find the key first that will open the 
door. In the two remaining floors you have to find two keys 
before you can reach all the letters available. Each floor holds 
20 letters of which you need only 8 to 10 to solve a puzzle but 
once a letter has been checked correct and the same letter 
appears in another location on the floor you are highly advised 
to take it because it is definitely in the puzzle word. 

IS IT RIGHT? 

Now let's go back to THE STAIRS. If you have managed 
to place letter* in all L hc free place* in the stair case 5 climb up 
the steps and check whether the door to the next floor will 
open. As you climb, correct letters will stay in their places 
while letters not required will disappear and the triangles will 
fall down again to indicate where new letters have to be placed. 
It is essential that you go all the way up to the steps in front of 
the door because if you return before you have reached [he 
upper step, the triangles will remain in their position and you 
cannot place new letters. 

SOLVE THE PUZZLE 

Once you have found all the letters of the puzzle and 
checked them to he correct, you still have to check whether 
they are in the proper positions. Once all the letters are 
correct, a new ladder will appear and you are asked to 
'CHECK*. Climb the new ladder until you reach the ' Y' 
bet ore you start checking and [hen return to the stairs and go 
up until you reach the door. Letters that are already in the 
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HH H REM 

US IB m-L :M2=2 j * 3=3 : H4 = 4 i *e=5 : NA = n c N7-7 S 
Ni=fl : N»=? | Hl»-lfl ;NE I -11 : H12 = 12; HL3=L3 : 
NH-(4^13=i^: Mfi-iBi R 17-1 7 * Rj.4-18 

PZ £« Ni*=l?tHza = ?e;N21=2i2H3Z=3i ;N4B-4S ; 

GOTO 2 LIB 
Lk IB REM **» HOME IN FLOORS *** 
XL SB C05UB Ufl: LOCATE CHHABI/rb,, CY-H32) 

/MB j, ZZ : If £E=»B THEN (iDMJE 1300 
AK SB IF ZE>« AttP EZ<123 THEN POlITTQH C 

K-H4A 1 S , f V-R 3 2 J S NO : ? BHB ; CHftS tZZMJfl 

1 ! IjO t □ 1B 0 

XT be TF ZZOHSZ AND EZOl73 AMD EZOia? 

ARB 7J r <£25 THEN H=H - DH : V~ V~DV i liCTQ 100 
MB 70 IF LB THEM 90 

HH 0fl IF ZE>22* THEM Ir STH JG CHOJ -HQ THEN 
110 

JH 90 IF Zl = 17J OR £1 = 187 TWER Art ~H0 ; GOTB 
IAEA 

MJ 10O GBSUD IbBiCflTO 40 

" 11B POSITION CH-N4B9^N0 P CV-R321^H0: ? n 
Mb ;tHff$( zz - h j z i s GO Sub jl »b : P 051 t tan mil 
.N2l!7 miE iZHKSiZIi Hlfl 

Cft 170 LC=HL:CBSUD l47B>G0SUe HO:GflTij 46 



right position will change colour. It is your task now to change 
the positions of the other letters, S imply move underneath the 
stairs and place the little figure under the letter you want to 
place elsewhere, Push the button and move to the Location 
where you warn to place the letter. Push the button again and 
the two letters will fall down and change their positions. Just 
move the little man and the letters will automatically be placed 
in the new locations. Repeat this procedure until the letters 
under the steps make sense when read from left to right, It is 
wise to examine the letters carefully before starting the 
exchange procedure* because every exchange will reduce your 
score. You may check any time how many letters arc in their 
proper positions by simply moving up the stairs again. 

Once you think you have found the correct answer climb 
the stairs again and you will find that the door to the next floor 
will open upon reaching «, otherwise you will see a 'SORRY T 
message and you will have to change some more letter 
positions. 

Having successfully solved six puzzles, you will reach 
*THE ROOF GARDEN' where your final score will be shown 
and you will be asked whether you are want to try another 
puzzle, A * Y* would be fine. 

HAVE FUN! 

There arc many puzzles in the Letter Castle and you will 
find yourself busy for many hours. I hope that I have managed 
to combine the right elements of gaming and education and 
that The letter Castle will continue to challenge and puzzle 
you. 



Dr. Peter Ohlmeyer is of German nationality and works in 
the German Embassy in Amman, Jordan. He has had several 
other excellent programs published previously in PAGE 6 but 
now* sadly, seems to have departed the 8 -bit world far the ST. 
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OB 130 *T=STICKCNA* :OH- f>T-«75*Mft CST-Hll 
»*Ha:t>V=C^T-Hi3»Knb- CST=NA4* *HB iK-K+DK 
i Y~ V + D V ! AF TURN 

GG HQ PG Kt 69 P 5TftH^PnMllUH HIZ-N?*: 0 
HHt ; CM RS 1 ZZ 1 : TL~77 iPDKt 89 f SCREEN : H r T U 
■H 

TZ lSB TC=TC*Ml :PO*-PI*: IF STtMII 1HLH POS 

=PL;G0ta ioo 
ON IBG If ST=H7 T MEW PGS-PR 
16 J 70 ir 1G>49 THEN TCtHB;GDSUB 149* 
KT IBB B-UiK (MOVE.He r PHB , FOS , H , V . N7J ! Ht TU 

KM 

GO 1*0 SOUrtB MB , 3Bj N10pH14 :FOR 1-N1 TO «2 
a ] HE KT 1:50L1HP HB, HO , HO , N6 ! H.F TURH 

FO ZOB P.EH «m-w «oufc Dm stairs 

t H 210 LOCATE C«-H4SI/MBj tY-UZZl /HO.ZZsLO 
GATE CK-N48irHB J CY"24>r'H9 r ZY:60SUB 1*0 
fIF X<H48 THEH K=M4&:GOTO Z3B 
GH 220 IF ZZ = *6 THEN GOSUB liBO 
KM 230 IT H>0fl THEM IF Y = 164 AHD- M<1GE Ttt 
! H 436 

HM 246 TF ZZ = 67 THEM C. HK = H 1 ; Lt PUZ THEM P 

UZ-HOlGftSUB 164B 
FT zbg IF K-S8 AHO Y-BU THEM H-K -BH:Y-V-D 

7: GOTO 21B 

TA ZGB IP CZZ*EYJ"G7 1HEN V-V-PV:CDTU 100 
LB 17* IF CZZ+E*I-ZiO THEH IF ST=H14 THEN 

Y=Y -D Y : GOTO 3GB 
HL ?HB IT LZZ+EY3=?73 TMtM If ST=M13 TH t M 

Y-Y - D Y !■ GOTO 3 BO 
ViW 290 IF IZZ*ZYJ=376 THEM K=K-ftK 
HL 300 COSUB iSOlLO^ATE (M-N+aj.-'HR, EY 141 

/MB j ZX £ IF 7K~H3Z 1HEH SC = SC-BO:bOSIJB 1 

470 : GOTO 3GB 
CO 310 If* ZZ-173 A MB KtllO THEN 3*G 
EE 3*0 If EZ=173 THEM fln:Nl;&OTD 1BB0 
RP 330 IF r.M-l^t AND CH^Kt THEH 070 
OH 348 ir ZK=191 THEH B-B B 
HM 55 B GOTO 21* 

PU 3 EhG Y=Y+N2 ! POS-PW :; vOUMfl> HO , Y ^B,N14 P Mi 
t! PBS=PM : GO SIIO IBB I LOG ft IE C JC ~ MAO ) / H B j L 
HTeEY-24S/N8S .EM 

CP £7* IF ZMzJS YHEH S6UN& MB , MB , MB , H0 : GO 
T D Z1B 

PG 3BB f.OTO I&B 

HY 390 POSITION H3,«l!7 HHftJ" !^B^3i5" : II* 
STRlG CNflJ =H0 THEN SC=5C-250: EOSUB 147 
dLGOTO 410 
HE 40 0 GOTO XIV 

Htf JIG PG Kt 551, MOi POSITION H3.HH7 *M6 : " 

IfrHUtMfl!-"* " ' cnTn 990 
MM 42 0 PFM PLACE LETTERS 

TK *3B> GB5UB 71G ". CO SU B 15 8? IF LE=H10-L5 fl 

HD TOH=Hfl THEN 73B 
TH 4*G If SQL THEN 7&G 
&E iSG ir ITKIGCWAI THEM 430 
UA 480 IF LB-MO THEN 430 

PB 470 LOCATE PP, LL CPP1 rZZSlF ZZ<>H3Z THE 
H 43B 

fft 4&fl POSITION PP*LL IPP2 : 7 BHG ; tHflS CTL J s. 

G OS Li 8 5*B;PBSlTIOH PP*H17i? HH6 ' 11 11 
OH 49B FDR I = LLCPP1-H6 TO LLCPP1 -HZ i P&SIT 

TlOM PPjI: 1 * »HG; 11 ,a :P05TTIBH PP F I+HH7 

KN6 : ■■■H" : COSU& S20:MEHT I 
AU ?iBO Lj-GUHC" HFl ll HB J HB^H0 !LC - HO : GG T 0 430 
BH BIO SQUHP HB j J.3-0 F M10 j H1B i RE TURK 
EH 1520 SOUH& Nl . 3B . M i4 r HB : iOUNP Hi r HO J H0 J 

HO ! BFTURM 
HE SSO REM »*« LETTER CGRRECT7 
IN 540 ST=STICKtH»l EfrKT €»T=H7J *H&- I^T^Hll 

1-KHB i D Y - iST-Hll>*HO- (.ST— H7I*MB I M-K*1&M ! 

V=Y+DVt POS^PLilf ST=H7 THEM Pd^=PO 
HJ 35 B IF H>lM> TtlLH FJ40 

It BtO IF X-BO THEM Y=V-DV:GG3UB ISOlGQTO 
Zl* 

Lin S7B GOSliB ISG:TE LG=H1B~L^ TMtH 540 

II 500 PP-*K-M40J/N8rLBCftTt PP,LL CPP> ,ZZ: 

IT ZZ = H32 THFH 5C = SC-5B;GO^LIB 1470:G0T 

B 368 

SG 590 IF CHT I HEN &7B 

RP BOG IF LLCPP5=H6 THEN CUT =W:l. i GOTO 678 

FI 616 IF 77<2I^ GK ^?>?rifl TMtH 54A 

LJ 628 TOR I=M1 TO HiBL^ilF R$CI,I3-CHft* 

<ZZ*1Z&] THEM GBO 
CG 6 30 HE NT T 

RA 640 PO^ITXGH PP # LLlPPJt7 ftN & ! "H" = F OR I 
-H15 TO HJ.0 STEP -Hli^GUHO HO . MS r HO r 1 : 



rijM U HL TO HI ; Nl K I MiNFKT TlCOIO /B6 
KB BH ^BUHP IB -M1B.hu ; POSITION PP . LL 

CPD ; V HHt> ; CH R S SZ Z - it B3 : L G - L L 1"N 1 ! T BH = N 
6 

NO &GO POKE BTOCHEEN : PeSTTIGH PM t iGBI +LG 
P PY€ '*GB3; > ttN 6 J C HP* C Z Z 1 : POK t 09, ST&THS 
:GOTO 700 

OH fh7B IF ZZOI90 THEH eifl 

GO 6BB H=H HBi t-Y + N6WCN>HB3 :CO'3UB 160:POS 
1 1 ION PP.Hl?!^ HHB ; "S3" ! iOUNO HG r 150 ^ Hi 
B , HiO 

GH 690 FOR I = LL(PP> TO LL(PP*-H5 STFP Ml 
1P05TTTOM PP P 3;7 n*6;" "iPOSITIGM PP H I 
-HL; * N*6 r "B":G0SUB SZBiHtKf I 
ttl 700 50UNB MB d HB d HB r HO±G0T0 540 
NN 7lO ir «.>lbO OR «<68 THEM POP :GOTO 21 
G 

AH 720 ST^STIGKCHOJ : PH- tST = H7i KHB- CST-H11 

3«Hft : M Ki&K: PP= CH-H48U ✓HO : REYLJRH 
TH 738 POSTTTGN Hl^jlHI? ftH6 , r 3 GG SUB 1 U 

Or ftPPS-'ESaM HECUfi": I0H = N1 
¥W 7*0 FOU T-Ml TO H12tP0SITTOH H1B, I+H7= 

7 »HB;APP$CI r Il :HEKT I i IF LLtPPJ=H6 TH 

EH 

EK 750 REM APR AHGE PUEZLE 

AK 760 GO SUB 71B;GGSUB 15B 1 LOCATE PP. Hi 7 r 

EZ:SOL=HI IIF ZEOIi T"HEH 7fiG 
KG 77G LDCrtTt PP,LL CPP3 ,ZY! IT Zt-±91 Ofl Z 

Y-W*2 THEH 760 
IU 798 IF STRlG IHB2 THEN TF CC*N2 THEN 76 

G 

VR 790 IF GC=H2 THEN 020 

FH B BO GG jUH 510 ! FDR I = LL (PPJ I L.1 ML6:PnST 

TIOH PP,IiT HHB ; POSITIOH PPit+lS* 

ttH Hi .: C MR $ C ZY > ! G-0 SUB 52 Bt HEHT L 

YC 618 POSITIOH PP. N17L-? HM?n GMRS £ZY*1603 

i ^ dump He J ,Ne r Ne,NBicc=ce+Hi:LLCccj =pp3 

L L CCC+ N23 - Z V : EGTD 760 
HK 020 CGSUH 71ft i GO SUB 19*1 FOR 1-H1 TO 30 
iHEKf 1 

HC B3B POSITION L1.«M1I .LLCLLIHIII !? HHG ; C 
HPS ELL EN 4 j i i POSITIOH LL CMt9 , LL ILL CH21 1 
l" HHG ; CMRi tLL CH3J1 ;EC=HB:SG=SC-H2i 

pj 040 POSITIOH LL EMU p N17 : ? HM6 : 11 " 2 PGSK 

TIOH L,LCllXl # Hi7 ll t*N6 f GOSUB 147B ; G 

flTO 7GB 

YA OS B RLH *** PUZZLE SGLWED7 

TU B6ft H = K+ N8 r V - Y - MO : PO S -PR i GOS UB 180 

EH 070 pp- (K-N401 ^H9 : LOCATE PPpLLLPPI pZZS 

IF LLfPPI-ME THEH IF LCt1 = HlH-T^ THEH T 

3B 

PS 060 IF LLCPPl=HG THEH ft PP S = "UULLlittMmKl 

":tgm^nb:gOSU0 i9fl!Gnio 7*0 
00 690 IF ZZ>1?£ Q H ZZ -191 THEH 660 
HE 900 IF R* EPP-H4pPP-H4>=CHRSEZZ*H3 2S TH 

EH LCH = LCHtNl:SC-5C+TIMEliBlliB 1470: GOS 

Ud 190: GOTO 92B 
GH 910 GOTO 060 

□ & 920 POSITIOH PPjLLI PP1 : ? BN6 i C HR S * ZZ * 1 

201 1 GDTG B6B 
FH 930 FDR 1=128 T8 38 STEP -3Q:StiLftHB HO. 

IpMlOpHlO^FLlR H-Ml PU 100 : HEXT HfPDSlT 

ICM M16 r I/3DiT BN6; 41 " - NEMT I 
CR 9*G SGUHB H0pH0 F Ne r N8 
HJ *BB SC=SC*TIH*H5 : ca^UD 1490 
HU 960 K-H+HB 1 PBS -PR : GOSUB IBB: FDR H-Hl T 

0 HIS: HEHT Hi IF K=200 THEN SB B 
PS "J 7 B DiOTO 96 6 

FP VOO IF SCP-HG THEH GO SUB 1828 

RA 998 POKE S3 ?j H ft ! L G-H 0 l CC = MO : L C H — HO i LC = 

HO ! T L ~H B ; C H T =NB i C HK -N8 ! 5 CP - SC H ■ HI ; St-H B 

:Y=HB:LS=He: PU7rHl 1 5BL=N0 i GBSUB IBB 
MM IftOO TIH=20J : R* CM^> N91 =" ":R$(HlB,Hlt3 

=■■ »:IF SE<H10 OR SCR^Hl THEM 23BO 
AO 1010 fift-NJ. ! SB-HI SGDTO 1520 
ri 1020 FOP I "HAG TO 1G0 STEP -H2:S0UHD H 

Oj l/H2,H10rNlO:SGUHB Ml J IpH14 J NM l POKE 
?OB r I/HZ S NEMT I 
LB 1*30 SGUHB NOpNOpHOpHO: SOUHP NI,HH,NU r 

NO ! RE TURK 

EO 1O4 0 FOR I=H28 TO 1BO ^ TEP H5 ! SGLIHB HO 
r 1 r M 1G r H 1 ft ! F OR H=H1 TO MS : HtH I Hi HEHT 
IrVOUMP HO r NO r NO r H B ! H E TU H M 

R11 1050 REM *H* HHEHE T □ GO **N- 

■iU 1060 GO APH TCi Mi;; PUKE 5 5 ** r HO : POK C /tJb 
,CH^rT:POKL 7B9,N1:P0KE 7*Z i Ml : PGS-PH 

L>0 107 0 IF Oft THFH GG = S<: KLI H . t>05UB 111B*S 



CRM h 10 : GOTO io?o 

TT 1 Bfl B GOSUB 11 1 0 * SGH*H 1 0 : GO - STAIRS ; H-4B 

:Y=144:G0SUB 11 IB 
YL lO^O Dl ~PEEK(560J f 256*PEEK CSGlJ +N4tP0K 

E ^Lj-HOiPOKE ftl *Hi r GO : POKE 80, HO: POKE 
GO IGOSIIB 17*0 
FT HBfl GO SUB 147B1 CD SUB 14?0:G0SU0 1BB:P 

BKE SS9 J 62MF AA THEH '£ O 
HU J 1 I (\ CLITTJ 71B 

FA 1120 POKE 7B4 J B6:P0KE 7DB J GB;PD»tt 709, 
HI: PG K t 125 :PriKI / i 1 , 104 \ POKE 712^ 

HI LK±104 : ¥-112 : RETUTHH 
KC1 ILJB K-1Z6 : V:N4:POKC 706 r 122 : PBKF 7fl^ 
j HO ! POKE 710 . *1E : POKE 711,?*G:PGKE 712 
. HO ■ RFTURH 

GO 11 4G XieS^Vlt I? : PDKt /U4,31:POKF 7BBj.l 

72 SPOKE 70 ? j i 4S ; POKE 718,125: POKE 711 F 
199 : POK r 71 Z , 14 5 : flETURH 
B7 11BB H-112 ;Y=144 : POKt 704,e8!POKF 7BOj 
31; POKE 70 T j HB ; PUKE 710,21'iPDKE 711,1 

591PCIKE 71Z j MB : flETURH 
SJ HOB N— 152 ! Y = 113 ! POKE 704 H 3l!P0KF 70B, 

7 7 r POKE 7IO r z01iP0KE 711 * UB ; P.E TURH 
UA 1170 K=1IB I ¥=112: POKE 7 B4 * BB : POK E 788 r 

38:PGKL 789p206:PBKE 71ft,2ftl;P0KE 711> 

1Z1 . POKE 712,ZOG:RElUPN 
Rt 1100 3rt-HBi V-HB ;P&KE 70B.7G3POKE 709,08 

r POKE 71G F z4iP0KE 711 r 7 ±3 : PL 1 LHH 
VU L H It 15 II B 0 = M 0 THFH RE I UP H 
PB 1ZGO POKE 82.MG:PGKL //, NO: POKE BO, HO; 

POKF B?j STAIRS 
SO 1Z10 IF LSOHO THEH POSITIOH H14 jMBl 7 

ItN 6 !■ 1 - PO SI T l OH H14 H H7;T MHG ; "H" i POSI 

TZGH Hl4pHl:T BN6 : " " 
RK 12ZD IT THEN POSITIBH H13,H7^7 tt 

HFi : "'H'" : PO'jITIDH N13pH6^? BNEi "IT'i POSIT 

IOH N13.HZ:? HH6 p " 11 
Zft I23D Hft=HB: flETURH 

flL 124B ir 3CR-H7 THEH P BP : POKE 764 r 255: 
GOTO 120 0 

LC 1250 If= LC - HB TMEH POSITIOH NIZ-HZli? 

DN6: RI "1 RETURN 
AM 126 8 RFTURH 

TO !*7B REM ONF HBRt TIME HW 

IB 1Z60 IF SC^MIB THEH 1358 

CP 1290 POKE BS 9, 62: POSITIBH HB^HIB:? HHB 

;SG:rO,R I-Hl TO SG&1HENT £ 
Cl 1300 -PinSTTIUH HZ . Ni ! ■> HHfi3"HllC ,k iP0SITT 

OH N1'jH4i? HHfi; "kHPc " l PBllTIOH N2,N1G 

;T HHB i "fiyhc " 
VJ 1310 POSITIBH HlEpH16; ? ttibj "CHI" : GO Tfi 

2570 

HT 1 3ZG OPEH BH 1 P H4 . HG H "K j " I GET Wtlj AiCLO 
SE ttNl r IF AOASC*"V"3 AHP A< > AB& f"M"J 
THEH 13ZG 

PH 133B IF A=ASEE"H"* THEH EHB 

GB 1340 SOO-MO ; GOTO 990 

HI 1350 POSITIOH H2pH16:? *<HG ; "Hijrjl^l 1 ^ \ PAST 

IIOH HlSjNlB:? *tH6; "SZH" SPOKE S5S r E2 
OH 1360 GOTO 13 BO 

MJ 137 0 REN KEYS AHB SCO-RES *M» 

YC 1300 G03UB 150: POSITION CK-H40J /N8 r (V- 

H32I/H0;? aHGjCIIHS t£Z + 126J ■: AM -^CRHZ G 

OTO 1398, 1J00.141BJ 1440 
LE 1JSB POSITION H16.Na:^ HHBj" d ":GOSUB 1 

BJO:POSXTIOH H10,H7:^ HHG ; - "JRETURH 
IG 14BO POSITION H3,HIO:^ HHb! GClSlilB I 

840:POSTTIOH H3,Hll : ? HH^r' " : RETUflN 
UK 1418 KCV=KEY+H1 : IF KE Y-HZ THEH 1430* 
A R l*ZO POKE 09 H SCREEH e P031 TIOH N6 , MS s 7 S 

N&J 11 ""^O-jUB 1O40 IPOSITTDM HBj Nfti? ttN6 
■:POK£ 69^ STAIRS : RETURN 
IK 143ft POSITION MI5>»14:T t*H6 ; " 11 ! GBSUn 

1640 i POSITJGH HlSjHlSS? HH6 : 11 ,h : kfy-ho 

3 RETURN 

AE 1440 KEY-KtV+Hl ! IF KEY«M2 THEM 14t>B 

KM 14SD P6KE Pi^.-ifRFEH: POSITIOH H4 r N6 : ^ U 

HG ; 11 "S&OSUB 1O4BIP0SITI0N H*,H7:" HH (j 

■« ":POKE &9, STAIRS I RETIIIHN 
TJ 14bfl POSITION HU,MS[7 BTN6^ ,, "5 GOSUB 1 

0^0:P0SITTOM HI L . H 1 0 ; -' ttN6:" ' 1 : KF V "MB: 

RETUHH 

YG I47G IT SC<H10 THEH SGH-HB:CD10 B 
HI 14 60 POSITIOH N 17- INT C CLOG CSC 1 1 , H21 1 7 

HN6 : 11 lh j SC 1 HETURH 
HG 1490 TIHrTTH-Hl:POSITIOH H9 - IH T EC L OG € T 

3M>3 r M21it BH6;" 11 jTTHiir T1HCH2 THEH 
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ASTlf ... LETTER CASTLE... LETTER CASTLE... LETTER CASTLE... LETTER CASTLE... LETTER C 



PQp : if m: ^ nn : 1,11 iUB 1520:&01o i^o 

ft J 1 5 0 L) It t I U R H 

LB 15 16 REH 1 Fir STAIRS XW.M 

K'K LL- .-i* (.WftPHli:^ HHiPDKL fli! r NO:POMF flfl.-M 
D r F DHF 8f , STAIRS 

KC 1530 ?ojtttgn Mo.Mft!-- »Nh ; rHrniinTriinrmii 
Humtttntiuti B HlHIr iii irr ii mrr iE a B BBtemamta 



9 BTjIttttttJ I LM i JUJIiy g 



YL 13-40 POSITION MB, H4 ; 7 HH fi i "Kd 



li im ii LLiiiiiui t*tmfflfcj ttttfQtt" 
U£ 1550 POSIIioh hb ,nb :? utif. ■ ' ■tmnQtuuifeJ 
itftiifitTTmciHtHjy nrttiT»tttrtfflt4ny 

Httti it q attaCKf* 
PF 15bo PoiiTioH HO . HI 2 : ? nHt>5" U 

iffiaCtottfeunii. ttrntrtu-- 
Hfi 1570 POSITION pfO , M16 2 ? BH0;"HE«tn±t 
tt™t?»»i^iima>>»>>>JlirTrrrii i rtgsn 
& fl" 

UK 150* IP OR 5CR=H6 THEN GOStJB 25 

fi o 

*k IE 90 GOTO 2056 

50 1603 fitH hum SOB FENS *** 

ftP I fills POKE 89^ P SCREEN : AdTHfl ! GOTO ibtQt^c 
RHAi 

BF 1620 position hi j h#i? BHb ; - mi i mm i uLi i um 
iimininuUjU +A 3*3* 1 t- 

■ f * t ■ r i (" 
QH AbJO POSITION HO F H4 ; * BHG;-n BBBMBHMM 
tttt tttttt BtA 3 3ii J in 

1 C * * h h M i i 

kg 1640 PUiiTiDH H0.H8;? BH6j ,L mma an tarn 
mmmw tt+A i j , , „ , r A It * 

KT 1650 PO S I" T TO N «e J «12f7 l*N l> j "tttttttl ffl[ mi 

BIIHiWHIIIMH * t * BHBBIMiMliHHitt hM 1 
JE 1560 POSITION HB d H16f7 ttN6j"tl mm tttmtf 

rn i n ciii m ^ c * 



OG 1676 GOTO 7040 

FN 1650 POSITION HQ r NO : ? NJH6 ; "i 

Ht*A 9 tn^MH -UN tel^ 




I-* c w 



Yd iB90 POSITI&h tm,m4:" itMf. : "tt mm 
tnnntimtm *^ i l £ 1 & £< 
■ -cm cm t" 

EM 170D POSITION H6 J H6;^ HH&; "tl mi tttt 
mm tttttttt+A i j j IC It 1 1 

"•((*•* c £■■ 

CE 17ia position H« r H12:? i*Nt. ; • mi mi i ixu i LiJ-L 
mnmn i rt b s*a r . , r p 3 j *b h p , , . 

jH 1 B 1 1 j 1 1 » 3* (" 



CF 1^20 PP5ITI0N H^Nlbi ? HHFSj "a J|P!Ht>H|j1t 

tm mm hih Mt hh 1 m #n 

PU 1/3B COTD 2 040 

KO 1740 POSTTIUH HQ f HQ : 7 UNA ^ 1 WHffiHHtmiR 
n iii rimm i ii *^ It It 1 A 1 «■ * " 

J 'tlC -N n ( ■ 

H F 175 5 P 05 1 I I □ H Me, H4 : * ItN fi i "B C t E 

h tttt it+A □ r pii nr [iii n ci nmttti 

n ■ c ( n €■■ 

MY 1760 P05IT1QH NBjHBi? BNfi:"tt mtHWH 
MV 17 70 P0 5II1UN MB.MIJ:^ Uf(5j"tt BH BBHttt* 

rrmmtttttt h.A 3 BtiliiLMiiZrTJ i ttttfl 

fliTTHrrtH BH* 1 C BfssfiMiSfi-! !!!===■■ !' * C" 

HM 1780 kuviiiom HH.N16:? H«&;"H on HSHttttt 

TltfltHTtftt t W*A £ 1 } 5 A i ■ 

PO 1718 CO I ft Z040 

TH 1800 POSITIDH NO. HO:? «M6; 

mmmmmt**. y Ht4j;m:M rj5i:u ^ ■ 



tttt 



CP ID-IB position MOj N4; ? HHfij-u ttm tmnrnr 
TTTHTT i niir in i ft n « 3 3 J A ' U I 
1 t it f a m m- i» 

tD PP5ITZ0H H6,HB;7 HM* J "M HjlU lli m tttt 

tm mt a ) n j £ f HJ 

tt 1 1 e H tt * e I** 

Op id3o po 5 IT I OH HO , HJ.Z i 7 tiiifi: "tot It tnrnrm 
iiitrEU iiiut ff^A j j- r ■ j r A' n 

H, J , J , FI ' f tt * , < j , , t" 

to iRun POSITION nq,hig;? HH6 ; hK tt uimttti aa 



OE 1850 LOTD ?LHO 

OG 18 60 PD3I t tqm no .MO: 7 UN fi r-mtntt*tttttt 
antattttttitt** j j A, > Jt a- 

RF 187H P051I1OH m f H4i? ttH6; -»mH1 att 

n+ mt n.*A £ hj it I &- - hj 
1 ' 1 t f tut h tm* i v 
OE I860 POSITION H9 p Hd: ' H ff Mi 1U» i l» 

ttttn* n s*A i p j i f j j A ■ Q 
FFrH " t * , r , , j t c» 

YK 1198 POSITION HH # IUtlf ttHfip"fl t±*i + 
tttm mm n*A i > n & j 

H ■ t « ■ c- 

PM 11 0Q POSITION NDjHICl" NHfi ■ "H HhHfflHWt 

thrni i itmi a*jt tto rrer*:vjTriu * j A> attatttt 

HUH MHI f * 1 C HJ G5 '^**^llr***^j"r*:"t c" 

PU 191 B GOTO 2046 

rr J.920 PDSIT1UK HB j Hfl : T WH6 ; ' 'atWTTTTTfTllimtH 
i«»j*tfn«ta+it. A j 3 ■£ A K 1 ■ 

i - ' C C » * £ t i» 

GH 134B POSTTTON H6 r H4i? BHbj"8 I 1LHIU1UJ mt 

mm mi a * a a > A * « *■ n 



OR 1940 POSITION N8 r N8 r ? JtMbJ-'H Itaattaatltttt 

tttttttttt tt#« *m r Hj J A ' 

!■ H 1 t J J J d! J tt t" 

ZH IfSD POSITION H# r H19t? WHfi>"tt linHHUH II 

l l lirFnrrr ii i a + A i i HMttWlH* * A- 
ttHU^jpi ■( w * B f?:l'J Jtj t ( " 
cy ji*t50 P0SIT1DN nb.hu:? Uffle;"*! tt™ rrniiTT 

TTHU limiUaajf-lt A t l ! ! S : "■" i i ■ ■ 

ON 1970 GOTO 2046 

UP 198B PCHSTTIOM HAjHIl? HNG;"tfl 
F llll l l llll H IIIII U IIII ffl Bttl 



rr iiii ii iiii tt aa; 



tm- 



Ofl 1198 P05ITI0H H0 J fl4E7 HWB-^a KgTSH tttttt a 
tm KH3tatta HHHH Hi 
Siiii i iiiiiit taaattttttttt Stnrflr* 

HP 20 00 POSITION H D j H B l 7 BN5 ? "tttttttt *[T!Tgl 

HSb j-1-cb i jj LUKJi y b « tittmntttt^ tt 



tt Hmmmm tt m $aaa>> 

tN 2615 POSITION N«.N12;? HH6 ; "Baua ttXEf] 



rr i ntrr nntttt 



att" 



LE 2620 PBSTTIOH HO , Hit 1 7 a HO ; "ttK ESIilJ tttttt 

Htnt [riL%|$tttttl Bxa iii m iBtttt mrmin 
I HrniT E rtm a ii mUMU III M N iii m i aiTKiaiiu ataaf 1 



FE 2030 POSITION H8 P N20;^ BHB j lll] JI L II ILU 
m 



nmtttmttw 



|»J ftft=Ml :C.BTO 10O0 
HL 2040 fOH T"=HA TO M1?:P0SITIDH LXC^R.T 
1 . LVC5CR F 13 S7 »PrC;H8ftDfi CI+ CSCR-KJLJ«H£1 
j I* C^^R-Mii>WH±*J 'HE NT r 
CP 205 6 FOR I-N5 TO 1 HIS: R 5 -CI - H3 r T M F "S - HOP 
D$ CI+ CSCfi-MU »H10, 1+ (5CR-M JflMill ■ NEXT 
I 

PJ Z00B FOR I=Hl T □ HIBHF RS«,I1-" " TH 

EN LS=LV+ftl 
HR ZB7fl HEKT liPUilTieH IK f SC R . H j£ 1 3 , L Y f 'i C 

R J H2ll IT tfcMft-€HRSC?6Jj 
b u 25 60 PO SI T 1 bh hb , H20 = ? f!H6 : 1 TfTTTTniirrrnttm 
BfHttHJHBtHHH+H 

VP 2090 POSITION NO. Hair? WfBi"l":P0SITI0 
N NljMJi : ' awft ■ ML* eCHWH6-WB * ClI HWO ) 

HE 21O0 POSITION H11,N21:? ttMBj" + 
11 : POSITION HU # ZZ:V BHB j ' WfflMRmilWtttI 



t*"iir flft-HI THEH 161B 




C7 2116 Hft-H1:CDT0 1060 
IH 2120 fltH im* TTTEL «** 

VN 2130 bHAPHIf ^ Ml 7; POKE 7 68 s MB : POM E 71 
, 2oa:parF 711,245 :P0Kn b7>hb 

VD 2140 POSIT I OH Hi . H2 : ? "ZMMll 
■nSUr 1 " : position hti d H2 : ? 

Oil 2 1 SO P □ S I T I OH HI . H3 : ? "» 

■H-E" : PO ill i bh H21.H3;? 

HFTHEJ) 1 1 

BL 2160 POSITIBH Ml r N4 ! ? "51 

UMIi'^POiiTiDH H21 P H5;? "Bb mm aa aa tt 
aa 1 1 

RH 217B POSITION HljHBI? "H H a tt t£ tt 

a- i position H2i . j ? ifc u « » mt $5^ n 
tm rt 

MY 218B PBS IT TON Nl,H7iV ' "11 tttttt u $X tt 




tt 11 1 POSITION HZI r H/: 1 "Htt a tt tttt 5-^ BB 
HB" 

PM 2190 POilflON N9.H10!? "fE 1 * ! POSITION H. 

SxHJ-is? ■ i.iJjj j-urmg?^ 

AT 220 0 REN »*n IH T T T &l, I ZING Num 

OR ZZ1B BTH PP$CH7> pPLS CN/J F PH? TH7J B PMOV$ 

(1003 r HOND*C] 141 iLttl H b , H 2 1 3; r l V(H6.H213 
. ftPPS I JBJ r ftPP 1 5 C^fll . SEL$ ( iO> 
HM 7.220 DIB H5 HOI r l I CMlfil , PHtNB* H PYCH03J 
GV 2Z70 RT0P = PEEK tlObl -2-4 : POKE 106 P RT0P:P 

OKL S* 779 , RTOP i P Mfi - M T D P* Z BB : SOBEEN -fiTO 

P * H0 : S F ftlH S-H TOP 4 H 1 5 
BH 22 40 RESTORE 4tilO; rOR T~N1 TO IflO I RE#p 
AsPHDUSn) =CHR$<A3> ; HC K T I ! HDUE = A0R tPH 

o u s ) 

LV 2ZSO TOB IrHl TO H 7 1 RE AB A ! PB4 (13 -CHK5 
(ft J j HE KT T 

FCj 22*0 FOR I = H1 TO H72REAP B ! PL* 113 -CIHR* 
CAJjzHEXT I 

MP 2270 FOR I-Hl TO H7:REAp B 1 P N ? 1 1 J - C HR "5 
CB3 ; HEHT I 

TP 7280 PL=ftPR(PLS3 £PR = ABRCPR$3 ! PH-Bt>fi(PN 

t?;POKE 53277,2 
KH 229-0 BIH CIIMS C2&3 : CHSET =RTOP ! OHBBSE = 25 

6*CH5ET:POKt 204 , CHSET : POKE ZOfi i Z24 
TH 23BO RESTORE 2626 : TOR X-Hl TO H20 i RE AB 
A:CHM5lI3 =CHH$(ft3 : HEHT I : Q=USfl CftOR CCH 

H$)>:P0«E 750 p ON SET 
HZ 2110 FOB l-CMBft^E J ?4 TO C H 60 "j L M 1 L : P r 

P A ; PDHE I . A : MEN t I 
KC 2320 FOR 1 = BHBASE+216 TO C HD A SE * 25 5 : 0 E 

AB A : POKE I # A : HE MT T 
HB Z3IB FOR I-CHfl ASE1-2 5E TO CHBASE *4 /I ; RF 

AB A i POM E I , A : HEM T I 
IB 7345 FOR I-cnDASE+175 TO CHBft SE#2B7 : RE 

AB A [POKE I P ft : HEMT I 
BV 2150 FBH E=H1 TO N6 I READ A r B i PH (13 zA fp 

T CXI =Bh KENT I 
ED 22B0 FQR I=H1 TO H16 : RE Al> A:LLCI1=A:HE 

KT I iCH-INT C B HB f HO 1 ^M 23 
BE 2376 RESTORE 31 DB+C! H-M90 '- F OR SC-Hl TO H 

61 FOR I-Ml TO H21:REAB A 4 B | LH ttUg El =ft I 

LV (SC J 1» =B ; HEMT I : HEMT So 
CJ 2350 bHAPHICi HI fi: POKE 559, HO: POME 756 

r CH SET i P L =P EE H C IS fi 01 + 25 5«P EEK (5611 : F O H 

K=M20 TO 24 ? POKE PL + H j MB : HEHT H 
OH 239* P&KE 710, N2; POKE 766 > 200:POKE 752 

, Hi: POKE B2 r N0;POKE 559 ,BZ 
OA 2400 7 "MSP AYORJC AHLOdAHO HO QQU 0>RM 

PEf O , tPGQ MMSP YGM RH fl-IGKE &PNK MzU*\ 

am 2^10 push ion nzjNZ:? "RM- fir-f in 1: 1 : ■■ 
QEQIS, RFCfi omsjb rx lhnphzjcm gb hfcp 

C UtPO L HR RFC TOPH EtB 1 ' 
BI 24 20 POSITION NZ.H4;? "ORVGPR VLB RFC 

JHATCB GPHL B HHP P HM 7.CHNCLCB RFPMSFF 

Hmp BJCTCPLCOO." 
OF 2430 POSTTIPH H2 P H6:7 1 "RF C « GOGGLE ORt 

HO H> RFC ORVGPO AYL ZCDGUCH ZH AHJJCA 

rcle ypjiLmjia vl b hfcl m 

U Z445 P0SIT10/H H2 X H8;? "MJVAGLt RFCK St 

8 CP RFC □ RO HQ t fl 
TM 2450 POSITION H2 x P|9>r? "ZSR HLJH £B PFC 

H ¥PC VPPVLECB GL RFCGPMPHHCP HP BOP PF 

t LP ML BHNP UGJJ HKE-1 .» 
HT 2460 POSITION MZ H M11;? "HFO HSHMJC UMP 

BO RF VR PPCC HH^P yVH SHRW RFC HJJZIIIMI 

Vi J-TifHE 7-r.JMLE RH TYPCHSO"" 
CE 2470 PO^ITIOH K2 J Hll2? "RHNGAO ftFYR A¥ 

L ZC fir HMOf I I Mtl . '■ 
CS Z400 POSITION mS^Ml^-.f "1 , B^KLf O" : POSI 

TIOM 75,N15:7 "2 . nRVHC0 HI : POSI flOH HB j H 

101? ia ?,ONnpRP" 
U7 2490 POSITION 25,H16r? "-4 , VLGM VJ" i POST 

TIOH H5,H3L7v7 "5.HCMHJC" 
Br 2O0O POSI TIOH £i # H16:? h -M¥IO HMSP AFM& 

hh tPBSITIOH HO r 11:7 ^'AC VLB EMMB J^AI" 
PH 2518 OPCH BH 1 r N4 B HO , "K ! Pl ■ E-E T aNl.AsCLO 

SE HHI:IF flCASC E- l-Jj OM A>ASC(-S»3 THE 

N 251B 

HU 25ZO CII-A-H48:PU£^IHT CflHB (H0)>*H73 : REST 
ORE 32701 EIIW90*PUZ«H10 i READ H0P05 .. APPS 
. APP1S 

KM Z51B FOR I-Ml TO I fl S HOR D S ( j tt* I , 3 fl+ I ) - fi 
P P* C I J T 1 r HOR PSi7B*I 1 76t-I3=BPPl5lI J Ilj ;H 
EKT I 

TF 2546 5CH-H1 =5C = 15B0£ TIH=201 ;SEL$ = "EF[31 
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WTLE... LETTER CASTLE... LETTER CASTLE... LETTER CASTLE... LETTER CASTLE. ..LE 



rjf ■ i.ijfi j j m.i i jm ma' WiiAiiJU" 

DL 255 6 A At M 1 : BB-Nl ! G 0 TO 13ZD 

Ml 2569 POSITION LH(5CB,*20J , lVC5Cfi.H2B3 : 

■> HIIB;C.t1HS f>61 : HFTURH 
DE 2576 fiF^TDfft 23B6:F0P I-I53ft TO 1556:H 

E AD A r POKE I.AiMEHT I 
FK 25BA DdTA 104 , 173 , 11 r 2 I * , lOl , J. S3 , 1 y , 1 * I 

,10,212,141,22,200,173,232,2,261,255,2 

4U, 237,96 
HE 2^fU K=U5RC153bl 

PA Z60B I F PEC K, C 7 64 ) O 2 55 THEN 132* 
HG 261Q REM DATA 

VB 2620 OA I A 104, i&J, 4, IbO, tf, 177,205, 14&, 
Z D3 , 20 0 j 2 06 , 2 4 1 j Z3U i 2 06 , 2 * A , 7SV4 t ZUi£ , 20 
a . 7 4 y , j t 

P.L 2630 DATA liJ?.24f J a P i8?Hi^rB>Z*7,l82 
ftl 2640 DATA I 1 ,13,6, 11, 11,0*13 ,11 
HC 265B D ATA 30,112,8,206,266,6,112,96 
MT 256B OAfA 8,184.0*232,232,0,104,154 
FB 2670 DATA fl. 235f*232, 0,164. 164 ^,13! 
ZU 2660 DATA 232,6,184,104,0,232,232,0 
OH 2690 DATA D, 164,6,232,232,0,104,175 
flZ 27DO DATA 8,0. 104,232,0,104, 134,0 
DB- 2710 t>ATfl 166,2*2,8,18-4, 104,0,232, 1.6 0 
PV 2720 DAT ft 204,204,204 , ZD4, Z04 , 204 , 254 , 
204 

l-D 27 30 DATA 16,24,12,126.126,12,24,16 
KH £740 DATA 8,24,40*126,126,48,24*0 
NT Z 73 B DATA 215 5 , 1 23 p 12 * - 1 2 9 , 2 55 . 1 2 3 * 1 Z 3 , 
129 

KD 276B DAY A J,15,6 P 6, I5 r l, 10^ 
JE Z77B DATA 0,24,36, 126,B,0,B,6 
RC 27BO D-AlA 255, 21*, 213, 231, 231, 21^,213, 
III 

HE 273B D At A 0,2 ,37,45,123,7,2,0 
EH 2 B 00 DATA 6,264,1*2,112,240*102,52,0 
FL 2616 DATA B, 248, 168, 102, 230,168,124,0 
5K 2626 DATA B , 254, 96 , 124 - 22*, 1*2, 126 , 6 
A0 2630 DATA 6, 254, , f 3 , 252 , 108 , 3B, 36, B 
bP 2848 DATA B , 254 , 10 2 , 9 B j Z 3 6 , 1 02 , 62 , 0 
Mft 265B DATA 0,116,54 , 12 6,54,54,118,6 
At 266B DATA 6,125*24,66,24,24, 126, CI 
FH 2870 DATA B j 14,-5,6, 246 , IB 2,56,6 
PU ZJB0 DATA 6,238,116, Z40, 120, 110. 102,0 
II 2696 DATA 0 . 2*B , 16 j 224, 96* 110 * 126 , 0 
0? 2906 DAT ft 0, 227,119, 255- 10?* 99, 119, 5 
IT 2910 &ATA 6,238,118*125, 126,110.745 , O 
US 7920 DATA 8,254,102,236,102,162.125,0 
UL Z93* DATA 8,252,102,238,124*96,112,0 
DM 2540 DATA 0,254. 1B2, 230,182, 10B, IIB. 6 
GH 2950 DATA 0,252,182,238,124,188,110,6 
RU> 2*6B DATA 0,254*96,126,6, 102, J 26,6 
EG 297 6 DATA B , 1 Z 6 , 216 ,24*24,24,20,6 
H* 29B0 DATA B , 2 38 , 1 6 2 . 2 3 B , 1 62 , 1 26 . 1 2 4 , 0 
EH 2 39 0 DATA a, 2 3B , 10 2, 238 , 162 , 12 6 , 24, 0 
EC 3060 DATA 6,227,99*235, 127, 119, *3 r O 
RL 381B DATA 0,236,162, BO, 60, 102 , Uljfl 
CM 3D2B DATA 8,230* 1*2, 60, 24, 56,5-6,6 
D*D 3030 DATA B , 234, 108 , 24 * *8 * l*Zi 126, 6 
1H 3040 DATA b, Z48 , 60 , 102 * 1 B2 , 126 , 231 , 0 
UA 365* B At A 8,252,107*232,162,107*124,6 
IV 3B60 DATA 0 . 254 , 1B2, 230 , 1 IB . 102 , 126 , 6 
Lit J O r A GArfl B , Z 4 , 1 2 0 ■ |2 0,24, 24, 126,0 
AM 3866 DATA «, 124, 102 . 76 , 24 , 54 , 126 , 0 
FK 3*90 DATA 8,126.205, 24, 12, 102,62,6 
ZD 3160 B&TA 0,12,?a,be,l0fi,254; 12,0 
□ A 3110 DATA fl, J.h4 , 36,752,5, 162,124.0 
ZH 3120 DATA 0,124,224,124,230,162,126,0 
GC 3130 DATA 6, 254, 162, 12, 24. 40. 4B,6 
DK 3 140 DATA 0,6B, 162,66,230. 102 , 254,6 
CI 3150 DATA 6,254, 1«Z> 254,6, 12,56,0 
VU 316B DAT ft 8,19.6,3,3,15, 7^3,3^1**6^1 7 
LH 31/0 DATA 0,0,0,13,16,15,14,13,12,11,1 

6, 3,8,7.6*4 
HA 3160 DATA 2,3,5. I, Hi 2 1 14, 5, 18, 7, IB, 1, 
16, 11, 11, 7, 7, 3, a, 7, 3, 17,1. 13, 2, 9,1, 7,1 
4, 3,5,11,1*13,7,14,6,19,6, Z3, B, 23 
JJ 3196 0 ftTA 11,5,2,7,8,7,16,7,5,11,11,1! 
,3, 3, 4, 8, 5, 17, 11, 19, 14, 15* 16, IB, 13, 5, 1 
, 1,1, 11, 15*11,1 ,19, 13, 19,1B,1B 
B4< 3JOO DATA B,23.R,?3 

FK 32 IA DA I A 12,1, 16,1,3,4, 14,4.18. 1.1, 16, 
5, 5, 19. 2*4, 2,1,6^4,2, 11*15*17, 18, 19, 8* 
17, jL . 6 , IB , 15 ,2.13,2,15, 10,13 

KJ 32ZB DATA 0.23*15,3 

PU 3236 DATA 2*1*2,5,5,7,8*5,12,9,9,9,14, 
11, 17, 10*5, 15,5,15.6, 3, 12,3, llr 1 ?■ 1*1, 



,1. 13"* 7,13,1 ,14. IB, 11,14,5,0,23. la, ia 
TO 324B DOTA 4,J . 10,1*16, 3,1,7. IB.5,2,1,1 

6, 7,2, 16,3,7, 3, 18. 13, 16, 13-, 11, 5, 14, 1 

,2, 13, 2, 13, 4, **B,3, 16, 17. 4. 6, 4, 7 
At 3250 DATA ^,3,15.11,10,10,16,13,3,11.^ 

,13,3,15,3.3,3,7,12,1,15,7,18,1,13,3,1 

5,4,12, S I .5,13,1, 19,8. 13, 6„£ 
QB XZ60 DATA 6,1,5,5 

PJ 32 70 DATA 5,1,13, 1,5,5,8,7,14^7,4,3, 7, 
15^7, 17, IB ,5,7, 16,3, 13* ID, ',11,5,7,1^, 
10, 9. 1 ,11*5, 13^10, JL1*7,15,A, 23,6, Z3 

DD 3^0O 0 ATA 6,1*13*7,15,9,7,11,6,11,4,5, 
1,14,14,17*17, 19, 1* ,13.1 a, 5, 16, 15, 1ft, 6 
, 6, 7. 14, II, 1 1,17,16,1 5, 5, 3, 2, 9 

EL 3290 DATA 0,23,0,73 

II 330B DATA 4. 1.7,1,4,7,10,9,12*2*15, 7,1 
7. 13, 6, 7, 1,9. 2, 15* 12,17,15,19, 6, 13, 7,1 
9, 9, 4, 1*1», Z, 1,11, 17, 5, 13 

HC 3310 DATA 0,2 1,5,3 

TU 3320 DATA 5, 1 , 1*13,9,7, 15, 7,10,7, 3,3. ft 
,6,6,9,5* H* 7*11* 7 r 13* 4, 17,12, 7, 15. 9*1 
6, 13, 15, 17, 11, 19, 13, 13*17, 19, 0,23, 5, 13 

61 33 3 B DATA 2,3,16.1,16,1,11,3,11*6,6,1, 
2,5, 16,19, 16,3,18,9, 3.10,16, ID, 3,11,18 
,11, 13,6*14,11,14,6,5. 1*14,1 

HI 3 3 40 DATA 6,6.8,3 

DA 3330 DATA 1,1*3,1,9,1,6,3*3*6,9,5,18,1 
5,3,13*6,13,2,13,3,19,3,2,2,3,11,1,3,1 
3. IB, 7,2,19,6,17,6.16*0,13,12,1 

RH 33*0 DATA dus jkaiint I f yec T i«brrl r lbkypq 

SG 3370 DATA snhMVjc igltPMb i Z Adt *f k«*!j^y 
Z j ^ ; a yr P0d 

nik s 3 a b b AT A ay d w Jc bgiz 5P« f- h qrh f s^kc ±i 
he pie. q«tdr 

QH 53 ■* n data v a x, jg ykq r cpbvh wtisi g x dbh c ps 
gyitk nXlB 

PG 34B0 DATA jypwpliKlrctgBC WSPPUT i i^wkyld 
rc AXC PdbDS 

QI 34111 DATA rc drt tgpnq f ghtf tec Ikt eebdpy I 

i dSPP flini 
VF 347D DATA a f 5P j q A 1 P y ni*p s. bjhjidggl 

pnHHj bkbg 

HH 3430 data skg-erzvpac JhllV d^bqaspzc uyq-f 
91 trnldp j j 

K T 344* DATA ^92 1 rfjcfck puiyltsp Hgq j y 

kyzvb ndPl 

HD 343D DATA c drkr uNnjytgyzpwbewpqatii lc 
lie Jg rfib 

Lt 3460 DATA s jk p t g t MptfdHyq PC 3 b Fc rbmx. ysq P 
pg iiu nicd 

UK 347* DATA kTbudypteirgly qs jfWblyd jtwt 

kzHspel gni 

&T 34BB DATA a f T S jq ! hn I mstf k Wpe i qn j Mk.^ 5 P 

epylgvbaf u 

HO 3490 DATA z±,qqgept C 1 jV Ik rfHkf indi'J^kC 
phml bgzq 

3H 3500 DATA q,c Ibgnfipi^seyi j f C i krc j l 3 dy 

py esy p f ■« 

HB 3 5ie dai a Hqi gpcEyr^ky nulbzceskqinr 

jylb fgdg 
TP 3520 data c i ccpkyjywqgy 

ypgy bdfp 

PR 3330 DATA < pqc kr f y g jy IB 

eg JyJ bzpk4d 
B3 354& DATA cn^gkdBBf zy j j 

rfjitl nidP 

m j 3550 DATA u J2kb 9 «<: rnaicw I, ysuni r e: p-q u gk 
k g 1 e ¥*k n 

VL 35 E a DATA psqqgtW j iC«g J j At 3 Ay ZHA5UPC q 
r jsfle VkHd 

FE 3570 DATA cnin jkypyr FHl br bqskpndzy q,i 
r rut j 13 1 LH 

PL 3586 DATA br ddHrwkl yqpgaqsnpc nlb^iguyrc 

PAHjiH iosq 
50 35^A DATA y rf C p J«i Pb^kn 

grf jnLSpqb 
00 3 BOB DATA y i r r pn jwkng 

glrnl wnip 
JI 361 B B ATA Cppsc q ftmr 01 r 

DR 3620 DATA s IgirtiijbkC by j ASATliS 1 j^r rt&P 
Lyhc 1 rdzab 

AG 3G30 DATA t Aqfky j >ge'jri%p fc a f £ Piqs 1 yphy 

bBjjH drse 

IH 3b4fl> DATA C jESMLiHpbduq* PWnCBpsqdVlrg 
J MAC i sb 5 



i Miirr n-qnk£*. J0 
ksaiqa^-f'Bicux 
1 PS i Ep^gkbt dyi 



fc i fg-tqplvnc Ir 
blzrr icqpTyfak 
■a LdbHlSknyr f i 



XV 3650 DATA Hptmc jcnfglr i g jpfSdi JpFq ] 
Har pn<|ii£bb 

SZ 3bbB DATA r ngskeM jbdgl 4f Ptfirnnr ZWqosg 
|ipc j kwky 

KD 3676 !> AT A ^ *tr l d nd i » f Jgddt ridpy k«*qD 
S gr h e 1* 

PA 36 50 DATA r j j nk £ y pP y 45b M ctlgdyjjsac IP 
goebe fwyi 

Hv 3B3fi DATA ey^Rgrsprcpd iw k»i icnqnkrypy 
irsjy ydu* 

TIC 370A DATA X. 5 IgdailkE jwriijppbf-SZ f r ei*ic kn±g le 
ypHPt bdLb 

UK 3710 DATA Cbbr jaynpganpL swespbrr SB Fyk 
CjCHl qdi-q 

L*0 3720 DATA c jChbuyqfglnwiPSd jybykgj-_c:r 
fprtel p=hkit 

mi:- .uju data Hppn^uy jPbgAl f w r -ii iwpwqqn jydu 
wcrpc gf ts 

HH 3 740 DATA y j jykC AT qrc -g I Q5i NMri^a jVP 
i Byz Jc s Lbk 

KP 3750 DATA 1 wpn£kc r f !?q Y jr kbwnny jgeshc *ld 
cpqHl PMlr 

LG- 3750 DATA Mrr-Mk jglbtft iy lqpskHayk9 Jpar f 
cpdnpbnyi-iq 

H-5 37 7B DATA C q,a f C kyp i rij yig 1 S j jwybykM i0 I b 
Iiptf ddiq 

DD 37 60 DATA vbHjdZC pi qrc^ I kn*i ihrtec gqe 
1 f HUCpUbV J 

UF 373B DATA HjbS^hgiihyEecpzimdafi JiqPCt 

cn^i ypyj 

HU 3000 DATA Ybdzrutfyprcypr, sRirtlSkaiAWPF 
yeMPuqc 

PV 3610 DATA 21b , 164 , J B4 > 104 , 133 , 213 * 1D4 , 
24 * 1*6* 4 , 133 . 206 * 104, 133 r 205 * 104 , 133, 2 
B4, 104 , 133 j ZB3, 104 ,104, 13 3, Z06 
GO 3626 DATA 10.4,164*133,209,164,164,24,1 
01,209,133.207,166, 213,240*16 ,lb5, 265* 
24,l85,6,1-33,zD6,l6 5,2B6jlBb 
UH 3630 DATA l,133,2O6i202,268,240, 1&B,0, 
162 . O, 136,20 9,144, 19* 196 , 287 ,176, IB, 13 
2,212,136, 158,177,203,154 
Mi 3848 DATA 212,145,205,732,169,6,240.4* 
169 , 6* 143, 205 , 206, 192* B, 2*6, 224 , 165, 21 
3,165,266,137,8, 28B . 36 
CD 3658 OATfl 24 * 60 , 122,126 ,5B, 3B, 34 
htX 366B DATA 24,66,94,125,66,36,188 
KH 3070 DATA 24,68, 3D, 126 , 66 , 36 , 162 g 





TTrrrr 



■ i !i ► !ii|r J'^* ! , V I" ! c r * *' i '■■ 




t 



26 Page *V- Issue 30 



The database that's as 
easytouseasaVCR! 



/ 



PERSONAL 




Superbase is easy to use 

If you're new to databases, or find 
them difficult to use, Superbase is your 
perfect choi lie. Unrivalled ease o J use. 
unsurpassed power- a combination 
that's newer been achieved before! 
C I ick you r m o use on (he VCR style 
symbols to speed through your data. 
Pick out a single record in the blink of 
an eye. Complete complicated 
searches in an instant. Display your 
text and graphic files. 

VCR style symbols 



Stop 



Fi r st 



EI E1Q 



Rewind 



Previous Current 



Next F/Forwart Last 

Review records with CURRENT. FIRST, 
LAST, PREVIOUS, and NEXT. Scan 
automatically with FAST FORWARD 
and Rt 'A' I N U 1 1 1 9 rru pt o r ter rn i nate 
scanning with PAUSE or STOP. 



Key Look-up 

I — — | Call up a single record 
f from a file instantly by 
LhJ cl ickin g on th is bu Eton . 

Filter 

H Select and work with any 
category of records from 
your file. The S-uperbase 
Filter cao be applied to several 
a pp I icati ons in tu rn - say from 
u pdati ng a sat of ad d ress neco rd s to 
printing labels tor the next mailing to 
that group. 

Superbase is relational 

Link files together in a free and 
flexible way. Form new links between 
files whenever you choose. Split one 
database into several or create a new 
database from information in several 
files. Save your Queries to use again. 

Superbase is flexible 

Change file definitions at any time - 
add or delete fields, change their 
names or type$ ? with no need to re- 
enter data. 



Unique visual database 

Click the camera 
O and v ; ew text or p ictu re 
files alongside their 
database records. Spectacular slide 
show option! 



Specifications 
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Fie Ids per record 
Record length 
Records per tile 
Files per database 
Key fields per file 
Files joined 
Sort levels 
Report break Jevels 



No limit 
No limit 
16 million 
No limit 
999 
84 
170 
34 



"No umit" implies memory or system 
dependent. 

For 100% IBM PCT Compatibles 
(including Amstrad PC 1512"), 
Atari ST" and Commodore Amiga™ 
£9995 

PC version also available with 
GEM Desktop" £149.95 

PC version with GEM Desktop" and 

mouse £230,00 

(all prices include VAT) 

PC vers ions require 

■ 512KRAM 

1 Graphics Card (EGA, EGA or 
Hercules") 

■ Mouse (Microsoft* Bus or Serial, 
Summa Mouse!" Summa Sketch™) 






For your nearest dealer call: 
Xitan Limited (0703)871211 
Lightning Distribution 01-965 5555 
SDL (UK) Ltd 01-309 0300 

Eltec Services Ltd (0274) 722 512 
GEM Distribution (0279) 412 441 
Precision Distribution 01-330 7166 
Software Exp ress 0 21 -328 3 585 
HughSymons (0202)745744 
CentreSoft 021-356 3388 

Software Limited 01-2732377 
Demon strati o n disks a re a vai la bl e for 
£4,00 from Precision Software. Send 
your cheque to: 

Precision Software Ltd, 6 Park Terrace 
Worcester Park, Surrey KT4 7JZ 



Precision Software has a track record 
of outstanding success in productivity 
software: with over 450,000 users of 
its productivity software packages 
worldwide. Precision promises and 
deli vers the best i n reliabi I i ty, 
performance and support. Precision 
Software acknowledges all 
trademarks referred to. 

Precision Software Ltd, 6 Park Terrace 
| | Worcester Park, Surrey 
lij KT47JZ 
II Tel: 01 ^330 7166 
Precwicai Fax:01-3302089 
Suftw-dre Telex: 8955021 PRECIS G 



DO YOU KNOW WHERE 

YOU CAN GET 20 GREAT BOOKS 

FOR YOUR XL/XE, 
A DOZEN BOOKS FOR YOUR ST, 
OVER 25 DIFFERENT DUST COVERS, 

OVER 50 DISKS OF 
PUBLIC DOMAIN SOFTWARE FOR 

YOUR XL/XE, 
OVER 750 PUBLIC DOMAIN 
PROGRAMS FOR YOUR ST 

and more besides? 



For your nearest dealer call: 
Xitan Limited (0703)871211 
Lightning Distribution 01-965 5555 
SDL (UK) Ltd 01-309 0300 

Eltec Services Ltd (0274)722 512 
GEM Distribution (0279)412 441 
P reels ion Distri b ution 0 1 -330 71 66 
Software E*p ress 0 21 -323 3585 
HughSymons {0202)745744 
CentreSoft 021-356 3388 

Software Limited 01-2782377 
Demonstration disks are available tor 
£4.00 from Precision Software. Send 
your cheque to: 

Precision Software Ltd, 6 Park Terrace 
Worcester Park, Surrey KT4 7JZ 



Pnecrsi on Software has a track record 
□f outstanding success in productivity 
software: with over 450 : 000 users Of 
its productivity software packages 
worldwide, Precision promises and 
delivers ttie best in reliability, 
performance and support. Precision 
Software acknowledges all 
trademarks referred to. 

Precision Software Ltd, 6 Park Terrace 

| | Worcester Park, Surrey 
— KT47JZ 
J_| Tel: 01-3307166 
Precision Fax:01-3302089 
Software Telex: 8955021 PRECIS G 




It's all in the PAGE 6 Accessory Shop 
catalog ... and the price is right! 

For your FREE COPY ring the Catalog 

hotline NOW 




0785 57005 



or return the attached reply-paid card 
(no postage required in UK) 



fo -jeau DATA 0<2Z7, 99,235. 127,115,39^ 
dl 3010 data Bj zso, 102,00,80, 102*110, a 

CM 3920 DATA 0^30,102*80,24,56,58.8 

3030 DATA e J I5^ilflO.!4.*&^ B2 » l2fi p 9 
IH ?B4fl DATA fl,24H jSBjliZxiei.lZfi.SSU 
tin 305 0 DATA H j 232,102,252 ,141,102. i?^ a 
EU 3060 DATA s, 254. 162^238; 110, 182,12*, 0 
Eft 3B70. DATA 0. 2* .1-28,120, 2*; Z4 , 126,0 
flQ 3B80 DATA 0 , 12* j 1&2, 76 , 2* j 34j 126 , 0 
FK l-a^O DATA H j 126 F 206 , ?J d ±2 , 102 , ft J , O 
ZD 31 DO DATA Dj 1Z* 20 T &D . lOB , 2S* P 1? . » 
OA Tl ID DATA 0,25*j 3B, 252,6, 182,124,0 
Ztt 3129 DATA 8,1.24,224, 124 ,230=, 102. 135^ 
GC 3130 DATA 0,254x102.12,24,40,40,8 
K K 3140 DATA 0, 60, iO^BB, 230, 102 ,204,0 
C3 3130 DATA ffl, 2^4 , 102 , 254 P Ej l2j 56, 0 
ULI 3160 DATA 8, 19, 6, 3 , 5* !■ * 7 d 3 , 3 # 19, Bj 17 
l_H 3170 BAT A 0,0,0, lBj itj 15, 14. 13 j Uj 11,1 

•,9 P 0^7,«,4 
UA 31 BO DATA 2 j 3,5,1, 11-2 il*F 5,10, 7, IB j 1, 
16,il.lli?p7,S r 5,7^3il?,lFl9,2>» i l,7,l 
4.3.5,11,1, 13 , 7. 14,B, 19 ,0,23. 0,23 
JJ 3190 DATA 11,5,2, 7,8,7, IB, 7,8, llxll,,!! 
, 5, 3, *j0, 5* 17, 11. 19, 14, 15, 10, 18, 13,5,1 
,1,1,11,15,11,1 j 19, 13, 19, IB. IB 
DK 3Z80 DATA 8*23,0,23 

FH 3210 DATA 12,1, 10, 1*5*4,14:, 4, 10. It. IB, 
5,5,19,2,4,2. 1 .8, 4,2, 11. 15, 17,10, 19,*, 
17 j 1 j 6 , Ifl ■ IB , 2 , 13 ,2,18*18,19 

KJ 3220 DATA B,ZJ,15,9 

PM 12 30 tAtf) 2 , 1 , 2 . & j B , 7 , 8 , 5 . ! 2 , » j J , 9 , 1 4 . 
11*17*10, 5, IB, 5, IB, 6, 3, 12, 5,11, 17, 18, 5 



HQ 3 "190 bat a ±&qqgepcc 1 julfa rf »kf Eiidrayhc 
PmhI bgzq 

sh 3 50o> D ATA qc i fcarmpr Bey j -f rr i ic c nr £ j 1 9 ay 
pyesy rfni 

MB 3S1B DATA rtqi qprnyrt Jy FlHl feZC ts^*"f 

jar ib fgdg 

TP 35 20 data l if l ph y jyuqoy ipiurt nqwhzs je 
ypgy bdfr 

PN 3930 OATA cnqckrl^giylb h^aiiasf SlCUK 
c s# J 9 1 fa 2 pud 

D j 33 40 DATA r mg kdHMPZy j j I • s 1 3 p qgk be ay 
rf jHl nide 

HS 3 550 DATA ', j7kl>sdttWiirw lyiuHiTLpqugk 

VL T5GB D A T A p £ qqg t ¥* J it b* J J 6 t 9fi yzprn; u P c n 
rjgle Vkttd 

i- 1 3 570 data c udz jhy pyr f mi Be bqskpndzyq i 
crza JJ9H9 

PL 3 500 D ATA be ddnr Wk 1 y qr 3 ai b npc dbq q guy r C 
pnHjH iosg 

50 3590 data grrcpiniphskn f c a f geqpknc ii- 
yr f jHispqb 

60 3E80 DATA yic C P» jwkn§aq bl zr-c i cgSiybk 
g 1 1- m I wnip 

JI 36iD DATA CPPSC q f H«rgl e aidbWLShnyrf j 
n;raaq piux 

Pit 36 20 DATA 5 I . g j r trt j bkc bvJ l&a Big j jqr HSP 
Lykc 1 rdzab 

AC 3 & 30 ba t a t nq s ky j Pflo- ymp f-c a f c rms 1 wpk y 
Bgjjn drse 

IH 3B4D DATA C jFCkRUHrpbdgq f r wnr ppsqdyl f g 

Jmic. isbs 
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Phone the 
catalog HOTLINE 



Please send me details of what's available 
from the PAGE 6 Accessory Shop 



0785 57005 




Name 



Address 



or return this 
Reply Paid card 
for your FREE 
catalog pack 



Please tick 



I am interested in ST □ 8-bit 




REGULAR! 

MAKE SURE YOU 
DON'T MISS YOUR 
COPY OF PAGE 6 
BY COMPLETING 
THE CARD AND 
HANDING IT TO 
YOUR NEWSAGENT 



Please Mr Newsagent! 

I don't want to miss my copy of PAGE & Atari Users Magazine. Picas* reserve 
me a copy every two months (published bi-monthly) 

starting with the 



i**. issue 



Nflmfl 



Address 



i ■ ■ ■ ■ ■ ■ 



imiiiiii 



■ ■■■ i ■ 4 r . a , . . , 



h"J I ■>■ I ball Bin 



FOR NEWSAGENT USE ONLY 



To * -■ . Wholesale town . ia , 9rr 

Please add copies of PAGE 6 to my standing order starting with 

* v issue, 

...». Box No. 



the 



Newsagent name 



a a . . 



Tel. No. 



books, ecc, £450 secures. Will not split. 
Buyer collects N/W Lanes, Phone (0706) 

BOOKS: Aiari Technical Users Notts, 
Computer Animation Primer,, Inside Atari 
DOS, Mapping The Atari, Offers. Tel. 
Worksop 720727 

XL SYSTEM! 800 XL , 1050 Drive (still 
under warranty % XC12 cassette. Well over 
100 games. Joysticks, mags and manuals. 
£299 Telephone 0920 8705 3 9 

PROM PROGRAMMER: Fits in co 
joy Slick port, complete with software , 
EPROMS and blank cartridge board £55 
Also 48k Atari 400 with full keyboard and 
410 tape unit £55. Phone Gloucester (04^2) 

XL SYSTEM: 800XL, 1050 enhanced disk 
drive, 1010 tape deck, touch tablet, joys tick, 
selection of tapes and disks. £l 70 ono' Mav 
split. Tel. f0706) 3544577 

1029 PRINTER; Nearly new, plus 
A tan writer £90. Also Atari 800 plus Basic 
cartridge and manuals, excellent condition 
£45. Mapping the Aiari (early edition) £5. 
De Re Atari £6 v.g.c. Write to F. Duggins, 
28 Hi]] Drive, Bxrnouth, Devon, EX8 4QQ 



seen. £250. Phone Darren on (0621) 782826 
after 7 p r m. 

XL SYSTEM; Atari 800XL, 1050 Disk 
Drive and XC12 Data recorder (still under 
guarantee). Software, manuals, dust covers, 
all in excellent condition. £200o.n.o. Tel 
01-459 7923 Evenings (Willesden) 

IS PLATE; 1050 IS Plate disk drive 
enhancement and Grabber Software. Only 7 
months old. £55 o.n.o. Phone Bradford 
[0274) 675739 After 6,30 p.m. 

XL SUPER SYSTEM: 80OXL, 1050 
Drive with U.S. Doubler chips, 
SpartaDOS* DOS XL. '2,0/2.5- AH with 
original packaging and documentation, plus 
Atari Basic/DOS manuals, memory map etc. 
Forty disks crammed with software* various 
Antic / Analog / PAGE 6 / Atari User 
magazines, £275 the lot!. Phone Mike 
Doyle, Derby (0332) 810785 



WANTED 



WANTED; Mapping the Atari, fairly cheap 
and quickly * preferably revised edition. A. 
Thompson, 135 Henllys Way, Si, Dials, 
Cwmbran! Gwentj KP44 7NF 



P fe A*CJC.: Potteries All Computer Klub. 
For further details contact G. Tinsley on 
0270 766462 

ATARI HOME COMPUTER CLUB: 
Join today, For details and a free newsletter 
contact Richard at 49 Ambleside Road* 
Beckworth, Nuneaicnj, Warwick, CV12 
SRR. Overseas Applications welcome, 

SPENNYMOOR COMPUTER CLUB: 

For anybody interested in computers, we 
meet every Monday night at Spcnnvmoor 
Leisure Centre in the Alpine Room at 6.30 
p.m. All ages welcome. Further info? Phone 
Teresa on 0368 8 13150 



YOU can use CONTACT. If h free of 
c (large and open to any notice 
connect cd with Atari with Che 
exception of the sate or exchange of 
commercial software, The Editor 
reserves the right to refect uns u itab] c 
notices. Please study the format of the 
present notices and draft yours „ 
accordingly. Put your notice on a ^laio 
sheet of paper headed CONTACT and 
send to CONTACT. PAGE 6, P.O. BOX 
54, STAFFORD, ST16 IDE 
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BUSINESS REPLY SERVICE 
Licence Mo ST 1169 




PAGE 6 MAGAZINE 
P.O. BOX 54 
STAFFORD 

ST16 1BR 




£19.95 



NOVA GEN SOFTWARE LTD 142 ALCESTER ROAD BiRMENGAM B138HS 02 1 449 9516 



Feature 



GENEALOG 



and your ATARI 




William A. Benbow reviews three 
software packages for your 8-bit 

Atari that will help you trace your 
ancestors 



The combination of the study of one's genealogy with the 
power of the computer makes for a fascinating hobby- I have 
traced my Line back to that great British hero, Admiral John 
Benbow (1653-1 702) 3 and written and published his 
biography* All on my Atari 130 XE, 

If you arc interested in teaming more about your roots, 
about your family hi story , then you should know about some 
very practical ways your Atari can help you. 

The task of searching for and finding your ancestors is 
much like that of solving an Agatha Chris lie mystery. You 
start with some known facts, find clues along the way, and 
piece together a picture much like you would a jigsaw puzzle, 
With genealogy however., you find very quickly that you are 
overwhelmed with data and spend most of your Time searching 
through your own notes. The computer can bring order to this 
chaos. It is superbly suited to store data, sort it, search for 
relationships, and print reports, v^f 

Over the years genealogists have developed two basic 
forms to organize family history data. The first is a Family 
Worksheet which is used to record essential identifying 
information for each nuclear family, that is a husband* wife 
and children. Included in such a record are the names of their 
parents and dates and places for everyone^ birth, marriages 
and death. The form may also include additional notes such as 
occupations , hobbies, and military service. It does not take 
long to develop hundreds of these family worksheets a? your 
ancestral tree doubles with each generation . Genealogists also 
use a second form., the Pedigree Chart, to show these 
generations pictoriaUy. Such a chart usually has room for four 
or five generations starting with yourself and working 
backwards through your parents, grand parents , etc. 



USING YOUR ATARI 




With a bit of imagination you can easily use a 
database program like Synfik to siore your data. All of the 
information lends itself 10 being stored and sorted as fields. 
The drawback is that a standard database program is not 
designed to sort genealogical data in a pedigree format* so 
several programs have been developed specifically for Atari 
8-bit computers, to do just that- 

The simplest is FAMILY TREE by Harry Koons and 
available through Antic Magazine for SI 9.95 US plus S6 for 
surface or S10 for Air mail shipping. Write to The Catalog , 
544 Second Street, San Francisco, CA 94107, USA. This 
program is excellent for beginners as it is quite user friendly. 
It is written in Basic, requires 40K RAM, and produces four 
generation pedigree charts. Detailed and clear documentation 
is provided on the back of the disk. It states: "The FAMILY 
TREE program lets you enter and display the names, births, 



marriages j deaths, and a short biographical note for each 
person in your family pedigree. The screen displays a tree with 
a unique cursor. You move the cursor about the tree using a 
joystick or the keyboard to select a person from the chart. 
Their historical data can than be displayed or edited on the 



screen 





Although a total of 24 generations may be stored on one 
disk, they must be broken down into separate file* of 6 each. 
Pedigrees cannot be made which overlap files, so it is not 
possible to make a chart of your great-grandparent unless you 
start a new file with him. This involves a fair bit of 
duplication. Also, although charts may be printed in 10 
characters per inch 3 they are best printed in compressed mode 
(17 characters per inch) for readability. The greatest limitation 
is that this is not really a database program. Data cannot be 
sorted by fields, and is quite restricted. Family worksheets arc 
not utilized so you cannot store information on siblings, 
cousins, etc, With FAMILY TREE you are limited to 
pedigree charts. L l"" 1,mm ^ 

MORE POWERFUL PROGRAMS 

To do more you need much more powerful programs. 
BRANCHES and its companion program TWIGS is just 
that. It is a genealogy database program specifically developed 
for Atari computers, by Sysco Software, 939 Brass Street, 
Longmont, CO 80501, USA. Cost is BRANCHES 845, 
TWIGS $25, I am not sure of shipping costs, 

This program is also written in Basic and requires 40 K 
RAM plus an Epson compatible printer. BRANCHES is the 
main database program and utilizes both individual and family 
worksheets, From this information it produces five generation 
pedigree charts, however no more than five generations can be 
stored on a disks so pedigrees which overlap disks will involve 
a lot of disk swapping. On the positive side disks can store a 
large number of children's records, including up to 160 
children for the 16 great-greai -grandparent families. Disk 
space is also committed to a unique time line feature which 
give* brief accounts of selected events for dates between 1 400 
and 1969, to provide historical perspective. 

The companion program TWTGS is designed to produce 
a descendants chart which shows children, grandchildren and 
great grandchildren of a given individual. It can also store data 
on cousins 5 nieces, nephews etc. and allows you to find the 
relationship between any two people on the same disk. 

This is an easy to operate and view program, well written, 
with complete step by step manuals. The main limitation is the 
restriction to five generations per disk and, being written in 
Basic, you may find searches a bit slow-. 
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NO LIMITS 

A third program available for Atari computers, has been 
produced by William C. Walden of Direct Lines Software^ 
4755 Bamboo Way, Fair Oaks, CA 93628, USA, Titled 
FAMILY HISTORY, it is available for $39,95 US. 

It requires 48K RAM and is the most powerful of these 
programs. There is no limit to the number of family member 
records you can keep. Multiple disks arc possible, with each 
disk capable of storing 350 individual records of 41 fields each. 
Each record can contain up to four spouses and J 5 children 
per marriage. It produces a five generation pedigree chart for 
any individual in the database, and a Family Group Chart on 
any individual, including all immediate family member's 
names. As well it will prim a report of all daia from all records 
in the file and an index sorted by individual number or name, 

A nice feature of this program is its easy to use menu and 
its capacity to compress data by removing the empty spaces 
between records when you make a back up copy. The main 
advantage^ however, is its open-ended storage capacity. It is 
not limited io five or six generations so is much more flexible. 
Speed is another asset, since [he original Basic program has 
been 'compiled* and now runs ten times faster. It also supports 
double density. 

The pedigree chart is a bit disappointing in that it does 
not include place names or marriages. The FAMILY TREE 
pedigree chart is much superior , but is limited to four 
generations. Also I had difficulty figuring out a good 
numbering system. The computer will assign numbers to 
individuals automatically , but since it allows a personally 
devised system, some greater instruction would be helpful. 

Of the three programs, I prefer FAMILY HISTORY 
because of its open-endedness, However, BRANCHES AND 
TWIGS has the added features of a time line to give context to 
one's ancestors and also offers more in terms of tracking 
indirect relations such us cousins, FAMILY TREE is the 
easiest to use program and produces the best pedigree charrs. 

GET SEARCHING! 

So there you have three programs which you can use on 
your 8- bit Aiari to help in researching your ancestors. Perhap$ 
you will find the search for your roots an exciting mystery to 
delve intOj and you too may find an ancestor, such as my 
Admiral Benbow, worth writing about* * 



William A. Benbow is from British Columbia in Canada 
and is indeed a descendent of the famous Admiral Benbow. He 
has written several articles for genealogical journals and computer 
magazines and recently published a biography of his famous 
ancestor produced entirely an his 130XE. 



ATTENTION ALL 1 050 
DRIVE OWNERS!! 




Announcing the all new ULTIMATE drive enhancement 

This Drive enhancement consists of a plug-in PCB, 
which can easily by fitted with our simple to follow 

instructions, 

The 1050 IS PLATE Disk Drive enhancement offers 
many features never before available in one 



Improved Drive speeds - up to 1WICE normal 
loading speeds (Depending on dfek format 
used), 

l^uctlon of Drive WEAR and TEAR: now whole 
tracks can be stored In the Internal 16k RAM 
The IS PLATE can READ/WRITE a whole track In 
the time It takes a standard 1 050 drive to 
READ/WRITE a single sector (Lp to FFVE times 
standard speed). 

Supports double, Dual and Single D&nsfttes. 
Sector SKEW Is now no longer required to 
obtain Hi-speed as with US Doublets. 
Other SpeclaJ features are: Stow down, Fast 
write. Fast read, Drive write lock, Skew on/off, Fast 
formatting. 

Fast write with verify. This system ks faster than 
other systems which write without verify. 
A double sided operating system disk fe 
supplied which offers the following: 

IS Doubter, US Doubter, Standard 1 050 and 

Archtver emulation. 

Track Tracer. Diagnostic tester ,48k and 128k 

Disk Backup utilities. 
The PLATE can be made Invisible to software 
detection by either Slow down or 1050 emulation, 
Supplied wfth detailed Information regarding 
software drive control to allow you to access the 
full potential of the PLATE 
Will run all available disk operating systems 
(Dos) Including: Spartada*, Happy warp speed 
Dos, and other HIGH speed s^terre , 
With this system, tp to sixteen drives can be 
connected and used. 
A conrprehenslve 30 page bound manual Is 
supplied. This Includes fitting Instructions. 
All registered owners will be supplied wfth any 
software updates etc for the price of Disk and 
return postage. 

Also supplied with 

GREMLIN GRABBER III 
COMPLETE WITH MANUAL 

Now with full Happy Laser compatibility 
(software supplied) 



This complete package 

NOW ONLY 
£89.95 

ic. Post /Packing and twelve months guarantee 

SAVING OF £24.95 ON PREVIOUS 
ADVER TISED PRICE) 





53 Rugby Rood, West Worthing, 

Sussex BN11 SNB 

Tel: (0903) 40509 (24 hn) 
(0903) 50371 1 {Bulletin Board 300/300 24h«) 
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25* 



Already No J in 
Floppy Disk Drives 




CUMANA 



You can be sure 
we're going places 
with our new low 

-cost Hard Disk 
systems 

Reference standard technology, reliability and safety 
made Cumana the leading choice in floppy disk drives for 
the PC user: 

Now we introduce a range of super fast, high quality, 
hard disk drives! The first in a whole series of new products 
for the Atari ST series. Tfiese new hard disk drives provide 
up to 60 Mbytes of formatted storage and offer increased 
power as well as capacity for the Atari ST series and 

compatible PCs. 

For sales information contact 
Cumana at the address below. 
Trade enquiries welcome. tT - L , Jf _i — j q 






CUMANA 



i. 



I i | i | M I T 

Lightwave 



The best name in memory 

Cumana Ltd 

Pries Trading Estate, Broad Street, Guildford. Surrey GU3 3BH 
Teh 0483 503121. Telex: 859380 Fax: 0483 503326 



CABLES! ACCESS0«£S 



ITEM Nq 

MCWJ63 
MCL-CP1 
fWCL277 
WICL-A30 

MVDU-120 

MVDU-U5 
WVDU-200 

MVOU-21 1 

MVDU-2W 



LWD-0O3 
LWD-Q05 

LWD-035 
LWO 067 



DESCRIPTION 

$T MonilOr CdWfl 1 3 fin Dm Plug lo Open &nd 
la Centronics Primer 

?5 Way [> Plug to 3i Way Cen^on* 5 Hi.<5 

$205 Tf fa Ce*iironic* Printe- 

25 Woy D Plug In 36 Wdy Genlnjnics PVig 

5T DtacEjiension Lr*gd 

1 9 Way D Plug in 1 9 Way D 5emki 

ST ftapfjyDrSC DwvcCaWe 

U P - D«n Plug Ifl 14 Pin D'rt Plug 

$T ii? Dim. Drrve-ShugnnUnleHtice 

1 4 Pin Dm Plug 10- 3* Wary IDC Sozbtf wfriere 

[)rtVB 1<> be- rgnnetted n u&ed ■n* Drive B 

52QST to F^ihps 8633 Monitor 

1 3 Pin Din Plug ha Seofl Plug 

ST lu ColQu* Monitor 

1 3 Pm Din Plug to 2 X Phono FVgs 

£2057 M/ n? Snarl TV 

1 3 fin Dm Plug to Scort Plug 

ST tofcnercwitec 146° A IVtomtor 

1 3 P.n Din Hvq ta 7 Pin Dvi Plug + £ Pin Din 

Plug ■ 520STM& KHQ5TI ONLY 

ST to both CaliMjr A frtcmc Man Iters 

1 3 Pin Din Plug to 3 ^ 13 Pin Din 

5wk*f»- SwiKh*dUnh allows 

alimijItanWMJ connection 

ST ha NEC MulfffynE Monitor 

9 Way D Plug to 1 3 Pin Din Plug via 

SwHch-Bu*T£oJe,ui7MenP Display) 

5T 10 Philip^ Monitor 

15 Pin Din Hug 1o * Way D SocVflt 

vlo Switch Bon <5 Display Modes) 

DUST COVERS 

^2057 Keyboard 
Mount* 
1029Pnnter 

lLT*OST/570^Tf Keyboard 
SMMB01/B04Prin^f 

5C 122* Monitor 

Thins |us1 0 -small s*lacti*fr from-pur range. 



LENGTH 

2M 

t w 

2M 
?M 

2M 
?M, 

2M 



2M 

2 M 



PfllCf 

T.2S 
12.95 

'12.95 

14.99 

17.45 

IMS 

9,99 
*.*5 

9,25 
25.99 

23.75 

23.71 



7.3S 
0.95 
795 
7.95 

B.9S 



Aifc vow' fcocdl dealer O* phone ^r mcxe detoils. 

All p*ce& include VAT. Plecw iwd LhequK^PO 's ond include £1 00 nod and packaging ip: 
LIGHTWAVE LEISURE LTD , P.O. SOX 23, WALL A5E* , MfRSEYSIPf L44 1 EW or W^t 
Pngna |05 1 1 639 and prdor ¥ia ACCESS ™^ * 



ARE YOU MISSING OUT? 

You've got lois of questions about yxjiir computer but don't 
know who Id ask! We do! You're not sure which soltware is best 
for your application! We do! You'd like to keep up to date with 
new releases and be sure ihey are a good buy, nut who s going icj 
tell you? We will! You would love to gel to know osher Atari 
enthusiast*, but ^ou don't know how! We do! You want to get 
some of that ^Public Domain 1 soltware you Ve heard about, but 
where from? We know! You don't want to feel like you're the 
only Alari owner in the world, but where can you turn too! Well, 
we can help! Great, bul who are you?? 

We are Ihe largest l>nd oldest) Atari Computer Owners Club 
in the UK. For jusi ilh (H) per ^ar s-ou get help, assistance, hints, 
lips, friends, pen pals, access to FD software, up to date 
information, games, utilities, hardware projects, software 
reviews, programming tuiorials, and a glossy club magazine 
every quarter. 

A club magazine as well!! One of those photocopied things 
that is unreadable, ch! Well no, it's professionally produced, Just 
like this magazine you're reading. It's called MONITOR, you may 
have heard of it 7 Yes, friends of mine have read it and say it's 
great! How do 1 join the club and get my copy of MONITOR? 
Easy just send a cheque or postal order for £5 00 to the address 
below requesting a tour issue subscription. Overseas 
mem bership is £.X.OO (surf**) ai £12.00 (Airmail). 

You won't be disappointed!! 



U.K. Atari Computer Owners Club 
P.O. Box 3, Rayleigh, Essex, SS6 SLR 

Independeni User Group 
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Using GEM from C 



CYBERSTUDIO 

ZOOMRACKS II 

The innovative database 
in its new version 

Jupiter Probe 
Hacker II 



TNT 



SHIFT INTO . 





• 20, 30, 60 and 1 98 Mega byte d rives 
available 

• Includes cables and hard disk utilities 

• Attach more than one SupraDrive to your 
system 

• Uptotwelvepartltlons 

• Free back-up and caching software 

• Com p re hensl ve twelve month guarantee 
S Can boot directly from the hard 

• AH models have built-in fan 

• Supplied ready to go 

• Built-in power supply 



20MB €599.95 



30MB £899.95 60MB £1 699.95 



ALL PRICES INCLUDE VAT AND NEXT DAY DELIVERY 

• The SupraDrive is the necessary peripheral for any serious Atari ST user" 

_ Tom Hudson (Author of Degas and Degas Elite) 



tier 

tware 



■ 

RO. Box 113. Harrogate, North Yorkshire, England HG20BE 
Phone (0423) 671 40. Telex 265871 MONREF G Quoting 72: MAG 402 40 
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HEUIS 



F-15 FOR ST! 




Mi crop rose have some great news for ST flight simulator 
fanatics with the conversion of F-15 STRIKE EAGLE to 
the ST in late September at a price of £24.95. F-15 has 
already been written about extensively in many publications 
and fully reviewed in PAGE 6 but it will be exciting to see it 
using the full power of the ST 



Mastertronic have begun to ship their ST games which all 
retail at £9.99. September releases were CHOPPER X and 
STRIKE If the quality is good and they sell well, maybe it 
will persuade other manufacturers to offer games software at 
more reasonable prices. 

Iiifocom have a most unusual offering of eight short stories 
that are not so much adventures as a series of wordplay 
puzzles. Even the title will get you thinking, NORD AND 
BERT COULDN'T MAKE HEAD OR TAIL OF IT' 
Written by Jeff O'Neill, authot of Ballvhoo, it contains all the 
humour and intellectual challenge of Infocom's adventures but 
is designed for those who fancy solving a puzzle in an evening 
hach of the eight tales will only take a few hours to solve but 
will challenge you to the full. Price is £29.99. 

English Software, once well known for its support of Atari 
is slowly coming back to the Atari fold with a new ST release 
LEVIATHAN, which is not, as you might suspect, about 
whales, but is an arcade style shoot 'em up which looks from 
the screen shots to be quite similar to Zaxxon. 

Metacomco have been busy upgrading various products and 
now have LATTICE C Version 3.04 which seems to have all 
features necessary to make it the leading C development 
system for the ST. The new version costs £99.95 but upgrades 
are available to existing owners for £30. Also released is 
PASCAL 2 which provides an 1 SO standard core but with a 
large range of extensions for programmers who wish to access 
the power of the ST. There are many enhancements to the 
program and a new manual of over 700 pages giving program 
developers another powerful tool for the ST. Price is £89.95. 



new bud * et ran B* for the ST comes from ANCO who have 
a cross-licensing deal with Kingsoft of Germany. Kingsoft 
have a large number of games and utilities for various 
machines but at the time of writing it was not clear what would 
be avadablc for the ST. If the quality is good, it looks like 
budget software for the ST has finally arrived. 

ANTIC Software has released BASE TWO, a new database 
which is essentially a powerful extension of DB Master One 
which many owners received free with their ST. BASE TWO 
is entirely RAM based for speed and has many powerful 
leaturcs together with a flexible report generator that is 
compatible with all ST word processors. 

Electronic Arts recently launched their U.K. subsidiary 
Company with a little party on the Thames at which they 
announced a new marketing strategy for the U.K. whereby the 
Company will distribute direct to retailers thus ensuring that 
there is a greater awareness of Electronic Arts products at the 
level where it is most important. Electronic Arts will be 
supporting the ST with titles such as BARDS TALE, 
CHESSM ASTER 2O00, MARBLE MADNESS and 
DEGAS ELITE which will all be repackaged and re-priced 
or the U.K. Electronic Arts will a | so distribute for affiliated 
labels and have agreements already with CRL and Nexus 
whose titles ACADEMY and SKULLDIGGERY for the ST 
are already in the shops, 

Electric Distribution, who already handle Antic Software's 
products in the U.K. now have a special 'bundling' deal with 
Timeworks whose three business packages WORD WRITER 
ST, DATA MANAGER ST and SWIFTCALC ST can be 

had for only £149 for all three, a saving of £1 10! Also included 
in the deal is a subscription to SoftUne, a software support 
service for these products. 



Infogrames have an enormous range of entertainment 
software lined u P for the ST. Many of these have a [ypically 
French style and some unusual themes. Here we go, 
SIDEWALK is a mono program in which you have to retrieve 
you stolen motorbike and collect your girlfriend with some 
tickets for a concert! L'AFFAIRE is another in the successful 
Crime senes where you travel seven European Cities trying to 
prove your innocence having been accused of a crime vou 
didn't commit. THREE MUSKETEERS is based on the 
famous book and is an adventure set in eighty graphical 
locations. Off you go, D'artagnan! PASSENGERS ON THE 
WIND II, is naturally the sequel to the first graphic adventure 
and continues the tale to regain the birthright of a deposed 
noble lady. Following in October is CHAMPIONSHIP 
WATER SKI in which you can take parr in three events in the 
World Championships. Phoenix is a shoot 'em up game where 
you have to keep the space lanes open fighting pirates and 
h.jackers. BIVOUAC promises to be one of the most unusual 
and interesting games being a mountain climbing simulation' 
Now you will be able to find out what Chris Bonnington does 
with h.s computer! There's more! In November you should 
see SPACE RENEGADE, PROHIBITION 2 THE 
GRAND VIZIR - IZNOGOOD, BUBBLE GHOST 
STRYFE 2, CRASH GARRETT, GRAFTON 2 
ANACONDA III, BOB MORANE I and CAPTAIN 
BLOOD. More details as they are released. Talk about 
prolific output! 
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* Multi-column text. The 
layout of text is controlled by 
ruler* , There can be my number 
of rulers at any point in the 
document and these control the 
margins* tab settings (both normal 
and decimal), the number of \ 1 

{-Eilumns below the ruler etc. And I 1 
because the text is automatically re- \ 
formatted any change to the mk% for 1 
instance dragging the margin 
indicators P will instantly be reflected in 
the text. * 



Professionally written 210 page 
manual, 



4 Discs 



+ a quick reference card and 
installation instruction*. 



• Multiple on-screen fonts. Two sty les are 
supplied in the package (SWISS and 
TIMES) which tan be printed in a variety 
of sizes . In addition, Calligrapher 
supports a variety of text effects such as 
bold* underline* sub and superscript, - 
italic, outline and strikeout, 

— . * **__ _17J__ _] . L 




marked, unciiiaing ruiers* grapnics ana 

text), just by clicking the pointer at 
the start of the region and 
dragging. ()t][-l l marked lIlJS- 
region may be copied to the 
clipboard — and from there pasted 
p in tu any other part of the 
document. The text style and size 
niav he easilv changed from a menu 







>cument F 



ocessor has been written specifically 
?r GEM, and contains many features 
: top publishing programs* However, 
any of these by providing an 
*e of word processing facilities. 
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* l-ormulate functions. Complex formulae 
are difficult if not impossible to create in 
most word processors* Calligrapiier has a 
special funnuW creation mode that 
supports over 60 common mathetuatic-a] 
symbols and Greek letters etc, See 
examples. 



ST 
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* Spelling checker. A 60 1 000 word 
dictionary allows very fast spelling 
checking — even checking as you type with 
no loss of typing speed i 1040 only). 
Misspelt words are shown highlighted in 
context, and Calligrapher will suggest 
some alternatives, at this point the suspect 
word may be ignored, corrected or added 
to the user dictionary, 



■ Primers, Since Calligraphic works 
under HDDS it will work with any printer 
supporred by GDOS. At the moment we 
supply CI JOS drivers for Epson FX and 
compatibles (9 pin). Star NB15 24 pin* 
Printout samples from the Epson and 
Atari laser arc available tin requesi . 
Hopefully the range of GDOS printers and 
fonts will increase over time and these 
will he made available to Calligrapher 
Owners as and when %ve receive them. 



* Boxes and line styles. This simple, but 
ver\" effective, feature enables boxes Eu eh- 
placed around any part of the text* such as 
headings. Also a variety of column break 
lines ran he placed in the text to liven up 
the appearance of documents. 

* Miiln-iiage preview. One* two or 
eight page preview facilities are 
available. This shows an accurate sealed 
down image nf the final page* including 
graphics eu _ and enable the overall 
document layout to be eliecked prior to 
printing. 



» Auto page and [paragraph numbering. 
Page numbering is, of course* supported H 
but in addition there are facilities for 
automat irally numbering any sequence ot 
objects such as paragraphs* or chapters etc. 
It a new paragraph is insetted then all 
subsequent paragraphs ran be 
automatically re-numbered, 

■ 

* Powerful search and replace. 
Ca-Uigmphtr provides very extensive 
search and replace facilities, allowing 
single and multiple wildcards and the 
abilitv lo search for embedded i -odes tor 
font changes, graphics, rulers etc, 

* Import and export. A variety of utilities 
are suppl ied on disc that id low to be 
imported from ASCII or I hi Word files 
and output as ASCII. It is also possible to 
ronvert Degas and N'eorhmme TO tile 
required .IMG monochrome format. 



* Keyboard shortcuts. Being inenu driven 
makes Calli^rapher easy to learn, but the 
cxperieueed u*,er will probably find these 
ctirnbersome, Therefore the program 
supports keyboard shortcuts to all the 
common Calligrapher functions. 



• On che page graphics. Calligrapher can 
import both .GEM and -IMG graphics 
files and display them anywhere on the 
page. The user may r re-scale any graphics 
images (either enlarge of reduce) to fit the 
required space. Conversion utilities are 
provided that allow Degas and Neochrome 
pictures to be used. If you don't want to 
import the graphics from other programs 
then Calligrapher contains its own 
drawing tools, * 




A series of embedded commands may be turned into a 
formula by using [he M#Af a Jormify ' menu option. So 
this line - 

"sumf x=0 ,K="inf inity , 3~root({~over(yx.K+l )) )) 

can be turned into this - 

x=«> 





* Substitutes. Commonly used phrases or 
long words may be assigned to special key 
combinations. 

* Mule i- line footers, headers and 
footnotes. 

■ I able making taeilities. 

* Text mode. rw quick text only printing 
or for driving printers other than those 
supported by GDOS — even daisy wheels. 

* Mail merge. Multiple field records may 
be merged with a document as it is printed 
allowing such things as personalised letters 
ele. 




* Outlining facilities, Calligrapher 
supports a highly graphical outliiier, or 
ideas processor. This helps in the creation 
of complex documents and helps the user 
create the correct smicture for a document 
before writing in earnest. The outline for 
a document may he displayed graphically 
as a tree structure or may he pasted into 
the document in a more traditional textual 
way with each 'level' of the structure 
heiiif* further indented. 
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* Calligraphcr works with the Atari 520 
!S I" (with some restrictions on (he number 
of fonts and the dictionary) and on the 
1040 and Mega STs. It also supports both 
Mono and colour tried Sum res. monitors- 
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Using GEM from the C language 



Graphics 
and 

Random Numbers 
in the third part of 
Steve Pedler's series 




freno 4 - Globes 



This is the third part of this series 
which looks at the use of the 3T*s GEM 
interface from C In ii we shall take a 
third (and for the moment final) look at 
the graphics functions available from 
GEM and add another demonstration to 
the program we have been developing. 

The accompanying listing is for the 
fourth demo, You will see that there are 
two additional global declarations for 
functions returning WQRDs and a few 
lines added to mainQ to allow the new 
demo to be called, Once you have got 
this typed in and successfully compiled * 
pressing any key ( other than the space 
bar) at the end of the third demo will call 
the function demo4(). To exit this demo, 
press either mouse button to rerun the 
whole program, or both buttons together 
to exit back io the desktop. 

DEMONSTRATION 4 

The purpose of chis demonstration 
is to draw a series of 'wireframe' globes 
having a 3D effect. To make things more 
interesting the globes will be of different 
sizes scattered randomly over the screen. 
1 1 starts off with the declaration and 
in it i ali san on of some auto variables. The 
variables color and max_color limit the 
colors used in drawing ihe globes., so that 
only the color indices 2 to 7 inclusive are 
used, This is solely out of personal 
preference, and you can use the full 
range of colours (1 to 15) if you wish. 
Variables max_rad , highjc and high_y 
impose limits on the size and position of 
the globes and again can be changed if 
you wish. 



The next five lines should be 
familiar by now as we have used these 
functions before. The function 
vsLcolorf ) is one of the attribute 
functions, and sets line (as opposed to 
text or fill) colour. It has the same 
parameters as the related functions 
vst_color() or vsLcolorQ. The next 
group of lines use a function we have not 
met so far. The problem with this 
demonstration is that we don't know 
exactly where a globe is going to be 
drawn, since we are using random 
numbers to determine size and position. 
The result is that a globe drawn near (for 
example) the left or right edge of the 
screen might *spill over" the edge. In this 
case pan of the globe will be drawn on 
the opposite side of the screen j which 
doesn't look very impressive. 
Alternatively a globe at the bottom of the 
screen would overwrite the title of the 
demo. We could get round this by 
ensuring that the positioning of the 
globes was such that they could never 
approach the edge s but then they would 
tend to alt be concentrated in the centre 
of the screen. What is needed then is a 
method of restricting - or clipping - 
graphic output to a defined area of the 
screen. It won't come as a surprise to 
find that GEM provides exactly that 
facility. 

The function vsudipQ sets up a 
graphic clipping rectangle. It is called 
with the following parameters: 

vs_clip( device handle, clipping flag s 
rectangle coordinates array ) 



The coordinates array is an array of 
four sixteen-bit words. The first two 
words contain the x and y coordinates of 
the upper left corner of the clipping 
rectangle 3 while the second two words 
contain the coordinates of the diagonally 
opposite corner. When the function is 
called, it will restrict graphics output to 
within this defined rectangle. The 
clipping flag simply indicates if clipping 
is enabled or disabled, If it has the value 
1 1 clipping is enabled; if 0, clipping is 
disabled. Note that on firsi opening a 
virtual workstation clipping is disabled. 
The clipping rectangle used in this demo 
uaes the whole screen except for 10 pixels 
at the bottom? which is where the title is 
printed, 

We now enter the main loop of [be 
function. Each pass through the while 
loop draws another globe, then checks to 
see if the user has pressed one of the 
mouse buttons. If a button has been 
pressed j the while loop is terminated and 
the function waits in another loop until 
the button is released again. It then 
disables the clipping rectangle in case it 
interferes with the output of one of the 
other demos and finally returns the 
number of the button(s) pressed to 
main()n 

THE MAIN LOOP OF 
THE DEMO 

This is straightforward. Each pass 
through the loop, the size of the globe 
and its position on the screen is 
determined by three calls to calc_num()j 
discussed further below. The fill colour 
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is then set to zero (background colour) 
and the function v._ellip?eO is called, 
which draws a filled ellipse on the screen. 
Since the fill colour is the background 
colour, the result is to clear an area of the 
screen where the next globe is going to 
be drawn, If this isn't done, the new 
globe overwrites the old one which tends 
to look a bit of a mess, In fact, if I 
remember my geometry correctly, what 
v_ellipseQ draws is not an ellipse (a 
shape which has two centres^ not one as a 
circle does) but an oval 3 which can be 
thought of as a ci rcle which has different 
radii in the x and y planes. Be that as it 
may, the function is called with these 
parameters: 

v_ellipse( device handle, 
centre x coordinate, centre y 
coordinate j x radius, y radius ) 

As indicated above, this function 
uses fill attributes. Clearly, if the x and y 
radii are the same you get a circle - or do 
you? The answer is that you do in low 
resolution (and probably also in high 
resolutions though I haven b t been able to 
try it) but definitely not in medium 
resolution . You may have been 
wondering why we aren't using v_circleQ 
for this purpose if we want to draw a 
circle, I originally wrote this demo as a 
stand alone version to run in any 
resolution^ and I found that in medium 
resolution v_circle() didn't clear the 
correct area for the new globe. This is 
due to the shape of the pixels which are 
more or less square in low and high 
resolutions but are significantly taller 
than they are wide in medium resolution, 
If you use v_dlipsc(} with identical x and 
y radii in this mode you get a 
pronounced oval ? not a circle. The 
people who implemented GEM for the 
ST must have realised this problem with 
medium resolution , and ensured thai 
v_circle() would draw a true circle, not 
an oval. Consequently, v_circle() does 
not clear a sufficient screen area in thU 
mode and v_ellipse() must he used 
instead. Although this demo is intended 
for use in low resolution^ I have left it as 
v_dlipse() in case you want to try 
converting the demo to run in other 
resolutions, 

Having cleared the way for the new 
globe., the line colour is set to the current 
value in the variable color and 
temp^radius is initialised. The function 
v_elkrc() is then called to draw the 
outline of the new globe. This function is 
analogous to % r _ellipse() except that it 
uses line rather than fill attributes s and h 
supplied with two extra parameters to 
enable part of an ellipse (Le, an elliptical 
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arc) to be drawn if desired. These two 
parameters (stam and stopa in this 
program} are the beginning and end 
angles for the arc, and are expressed in 
tenths of a degree. By setting them lo 0 
and 360O respectively s we get a complete 
circle (this b similar to v_pie&lice() which 
we used in the first demo in this series). 
There is of course s similar function 
which uses fill raiher than line attributes; 
this is v_cllpie{) which has exactly the 
same- parameters as v_eilarc0> 

Vi e now enter a second while loop in 
which the interior lines of the globe are 
drawn. Function v_e1tarcQ is called twice 
each pass through the loop to draw a 
series of ovals with steadily decreasing 
radii in both the x and y planes. It is this 
which gives the wireframe 3D 
appearance- The loop terminates when 
temp_radius becomes zero or less than 
zero. The value of color is then 
incremented ? and if it exceeds max_color 
is reset to 2. 

USING RANDOM 
NUMBERS 

It only remains to discuss the 
workings of the function cale_num(). 



Two parameters are passed to the 
function, which are the minimum and 
maximum values of the random number 
to be returned. To generate the random 
number I have used the function randQ 
which is part of the ANSI standard for C 
and therefore should be part of the 
standard function library in all 
compilers. It returns a random number 
in the range aero to the maximum 
positive integer value for the compiler. 
This is an important concept, since it 
means that wiih Lattice C (used to write 
this program} which uses 32 bit integers 
the range of numbers returned by randQ 
will be 0 to 2,147,483,647 - hence 
vaLmax is set to this figure, I f you use a 
compiler which uses 16 bit integers, you 
should change this figure to the 
maximum positive integer value 
obtainable, which is 32,767. 

If we divide the number returned by 
the call to randQ by the maximum 
positive integer value, we obtain a 
number in the range 0 to L This number 
must be a floating point number, 
otherwise the decimal part will be 
discarded. Therefore vaLtemp and 
val_max are declared as doubles. 
Multiplying this figure by the upper 



limit and adding the lower limit gives us 
a figure in the range we want, Since this 
is still a double, it i& cast to a WORD 
before returning it to the calling 
function. 

I don't claim this is the best way of 
generating random numbers, but it 
works for this program. If you use it in 
other programs , one thing to beware of is 
that ihe maximum value returned by 
calc_num() is not the upper limit you 
pass to it, but the upper limit plus the 
lower limit value. You may need to 
adjust the upper limit parameier 
accordingly. 

LOOKING AHEAD 

In these three articles we have now 
looked at a reasonable selection of the 
graphics functions available fruin GEM, 
Other than the number and variety of 
different functions there is nothing 
particularly remarkable about any of 
them - though the GEM; Interface docs 
make them £asy to use. In the next article 
in ihis series* we should start to look ai 
those functions which make GEM really 
stand out, namely the construction and 
use of windows, menus and dialogues- • 
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LATTICE C 
Version 3,04 

Metacomco 
£99,95 

Reviewed by 
Matthew Jones* 

Some time ago I reviewed the 
Lattice C compikr but Metacomco 
have now released a new version which 
is a major revision, including many 
more features. As a regular user of the 
compiler, I was very pleased to receive 
the new version as it has many new and 
very powerful facilities. 

The manual is now a massive 3cm 
thick, with about 700 pages. It covers 
all the new features starting with 
general information about using the 
compiler, the language definition and 
the way it uses the computer, the 
compiler options, and how to use each 
of the new utility programs - Debug +* 
Ed, Krsc, Link, Make and Menu + , 
The complete C system library is 
covered together with GEM library 
functions and there is a bibliography, 
error messages, recent changes, 
example programs and finally customer 
support. 

The three disks supplied provide a 
complete C programming environment. 
Two automating systems are provided: 
Menu + which is suited to 
development of single source file 
programs {lots of them), the latest 
version of which solves minor problems 
that have been found as well as adding 
more functionality (like a program 
path) and Make which is the only sane 
way of managing a multiple source file 
program - again it has been improved. 

A new GEM version of ED uses all 
the old keystrokes of the text mode 
version, but allows editing of four files 
simultaneously - generally a great 
improvement. It does have some 
problems however } like the inability to 
copy a block from one buffer to another 
- you have to write it to disk then read 
it back. The compiler has more 
facilities to improve it, and it now 
supports the proposed ANSI standard 
*void J and 'enum' types * argument type 
checking, and complete structure 
passing (call by value}. 

Krsc is a GEM resource editor, 
written by Kuma, as reviewed by 
myself in a previous issue. As I said 
then, Krsc is a very capable program. 
Link is the linker from GST, as 
supplied in the previous version. 

Debug -h is totally new. It is a 



symbolic machine level debugger. It 
has definable macros, which allow you 
to perform complex interrogations of 
your data, and the best thing of all is 
the backtrace' macro which allows you 
to wait for your program to bomb, and 
then find out the sequence of calls and 
parameters which caused it. I cannot 
give a complete description, but if you 
are stuck with SID, buy this - it's 
invaluable, 

Over half the manual is used to 
describe the library functions. All sorts 
of really useful functions have been 
added, which I became jealous of on 
the IBM PC, and now have full access 
to on the ST. New functions include: 
qsortQ - sorts any size arrayj getfnlQ - 
gets filename list (reads a directory in 
one go), timeQ, fopenef ) - open a file 
with environment search^ getdfs{) - get 
disk free space* getftf } - get a filers 
time, Many of these can be done 
yourself with Gemdos calls, but isn't it 
nice to have it done for you? There are 
many more - about 340 functions 
altogether, 

Also included on disk is the source 
for the startup code so ihat you can 
customise it. The libraries are provided 
in two forms * one for GST Link* and 
one for Link68 - the rival linker (not 
supplied). 

If you don't already have a C 
compiler , then you cannot get better 
value for money than Lattice C version 
3,04, If you already have Lattice Q 
then you can upgrade for a reduced fee 
to a much improved package. If you 
already have 3 compiler* and are 
looking to a more capable compiler 
then look at Lattice, Note that while 
Lattice C is not the fastest to compile* 
it does produce code that is generally 
very fast. Personally* I have found it 
very reliable, and the support is good. 

Overall, Metacomco have 
produced a very professional system. a 

SUPER 
DIRECTORY 

Michtron ILK. 

£24.95 

Reviewed by 
Matthew Jones 

It came as a bit of a surprise to mc 
to find that Super Directory from 
Michtron U.K. (formerly Microdeal) is 
actually quite good, As regular readers 
will knowj I have become rather 
disenchanted with their utility products 



(especially Sprite Construction Kit}* 
but ihis is an exception. Super 
Directory is a disk organisation 
program* allowing the quick location of 
a file in a collection of disks. 

Don*t think that I am totally won 
over though! The same old manual 
writer has had a go at this manual 
which starts off by explaining a few 
terms* like records and fields, but 
explains it all backwards. Also included 
is an awfully off-putting mathematical 
explanation offsets' which adds to the 
confusion. Once it has passed the silly 
stage however it does have useful 
information j covering the main 
features. 

Super Directory is a GEM based 
application. The main operation 
revolves around dialog boxes. The 
main dialog has a list of files in a large 
box, with buttons on the right hand 
aide to select options. To add a disk to 
the directory the ADD button is used. 
This produces another dialog with a 
*disk number 1 field in which you can 
enter a three letter code to identify the 
disk withj a "disk to read 7 field, and the 
number of records free (dependent on 
memory - 3415 records (files; on my 
512k machine) , When you click on OK, 
it reads each directory on the disk, and 
reads all the disk file information. You 
are then left in the ADD dialog ready 
to add another disk. When you have 
added your disks., you are given a 
sorted display of the files. The sort can 
be done according to various categories* 
including disk, filename, extension, and 
time. You can scroll up and down the 
display, and select individual tiles. Each 
file can have a remark and a category 
added (to facilitate sorting by user 
type). You can FIND a particular file, 
or type of files p and then move to the 
next in the list found. 

The most useful is the PRINT 
button which allows you to get a 
printout of your information in various 
formats (full pathnames, full remarks, 
filenames 3 across, pathnames 2 across, 
remarks 2 across}, and according to the 
current search pattern. The printout 
allows yon to refer to the information 
outside of Super Directory, 

The information read from the 
disks can be stored on disk for later 
retrieval. If the file gets too big, 
sub sec Lions can be filtered off into 
other files. 

Super Directory is not brilliant* 
but does do its job, and is not hindered 
too much by the manual. If you need a 
program to keep track of your disk 
directories, this program certainly 
merits examination. * 
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FLASH 

ANTIC Software 

£39.95 

Reviewed by 
John S Davison 

Isn't it strange how some software 
feels 'right' almost as soon as you boot 
it up? I had that feeling with FLASH, a 
communications program from Antic, 
and after using it for a while 1 can 
honestly say that my initial impression 
was correct. 

For £39.95 you get a cardboard 
bookform package containing a single 
sided disk and a 60 page instruction 
manual. The latter is clearly written, 
but I did find some topics a little 
fragmented. The program disk isn't 
copy protected, so you can easily make 
a backup copy or install it on a hard 
disk Thank you, Antic j fur this 
sensible policy. 

Installation is simple, in fact you 
could, if necessary, run a comms 
session with the disk as. supplied, 
however f you'll probably want to 
personalise it to suit your way of 
working and that's very easy to do. 

Like most communications 
programs j FLASH has two modes of 
operation, known here as terminal 
mode* and capture buffer mode. You 
can quickly switch between the two 
with the press of a mouse button, It*s 
from terminal mode that you conduct 
an online communications session with 
a remote computer system. Capture 
buffer mode is FLASH'S offline control 
mode, where you can examine and 
manipulate the contents of the capture 
buffer, set up and edit various control 
files and parameters, and so on, 

FLASH can be driven in several 
different ways: through the keyboard, 
using full command words, 
abbreviations* or Alt/Key 
combinations j or by using GEM* 9 
mouse and menu facilities. As you 
become familiar with FLASH'S 
facilities you can progress to quicker 
ways of working - a nice design feature. 

There are over 60 commands to 
learn, but you'll only regularly use a 
small subset of these. The manual 
includes an alphabetically organised 
reference section, which briefly lists 
and explains them all and there*s also a 
Help command available giving 
on-screen assistance with the most 
often used features. 



TERMINAL MODE 

On startup, you find yourself in 
terminal mode, This screen isn't a 
GExM screen, so there's no mouse and 
menu options, Normally, anything you 
key in here gets transmitted. Current 
terminal parameter settings (such as 
baud rate, duplex, etc.) are shown on a 
status line at the bottom of the screen, 
This line also displays a rent time clock* 
which can show either time of day or 
elapsed time - an extremely useful 
feature. 

You may wish to issue a FLASH 
command from this screen, so to talk to 
FLASH rather than the remote system 
you have to first press the INSERT 
key . This turns the status line into a 
command input line, Following input 
of the command, the line turns back 
into a status line again. Neat design and 

quick to use! 

FLASH'S terminal mode screen is 
a true SO x 24 configuration in medium 
resolution. It can also operate at 80 x 48 
in high resolution, but I couldn*t try 
this as 1 don't have a monochrome 
monitor. 1 found the display to be clear 
and perfectly legible, thanks mainly to a 
sensible choice of screen colours and 
text font- 

CAPTURE BUFFER MODE 

Capture buffer mode presents you 
with a GEM screen* so permitting 
mouse and menu control. Its simplest 
function is to give you a window onto 
the capture buffer. This is a large area 
in memory into which you can choose 
to automatically store anything 
appearing on the Eermrnal mode screen 
(either keyed in by you or received 
from the remote system). You can 
switch into capture buffer mode at any 
time and view anything that has 
scrolled off the terminal screen. 

But capture buffer mode gives you 
much, much more than this. It has 
built-in word processor-like facilities, 
allowing you to create , edit* and save or 
transmit all or selected parts of the 
buffer s those parts being defined by 
block start and end facilities. You can 
then save j. delete, print, transmit, copy, 
move, or even append a block to an 
existing file. There's also a search 
feature, permitting you to quickly 
locate a specified character string in the 
buffer. And you can insert an exisdng 
file into the buffer at the current cursor 
location- All this gives you fantastic 
flexibility for offline preparation of 



items for transmission, saving you 
money on expensive connect time and 
phone charges. 

Capture buffer mode is also used 
to customise FLASH for your own use, 
It has facilities for setting up one or 
more 'dial directories*, which hold the 
names and phone numbers of your 
favourite bulletin boards and services. 
Assuming you have an autodial feature 
on your modem* dialing a service is 
reduced to a couple of mouse clicks. 
Obviously, different services have 
different terminal configuration 
requirements, so FLASH allows you to 
define configuration files and load them 
in when needed, 

AUTOMATIC 

Probably the most impressive 
features of FLASH are its built-in 
automation facilities. Rather than key 
in commands singly, you can batch 
them together in T>0 files' using 
capture buffer mode facilities , so they 
look like a program or macro. They 
may then be saved on disk and executed 
when required via the DO command. 
DO files may be nested to three levels, 
giving the potential for some pretty 
fancy processing, 

A DO file can be linked to a phone 
number in the dial directory, and is 
executed automatically following 
successful connection with that 
number. You can also arrange for a DO 
file to be automatically executed 
immediately following boot-up. 

The DO file can contain a mixture 
of FLASH commands, modem 
commands (for intelligent modems) 
and data to be sent to the remote 
system. You can also perform such 
things as redial of engaged numbers, 
test for character strings received from 
the remote system, pause for a specified 
time interval, wait until a specified 
time, and many other useful functions. 
It's possible to completely automate an 
online session, for instance to dial a 
service at a given time, log on, look for 
your mail, download It, save it to disk* 
log off, and sound a bell to tell you it's 
finished. Fve tried many of these 
functions and they all seem 10 work. 
Now I know why it's called FLASH! 

Another way of automating 
FLASH is via programmable function 
keys. You can define up to 20 of these, 
each one having a string of characters 
assigned to it These can be FLASH 
commands, or anything else you want 
The manual wasn't clear on maximum 
length allowed f but it appears to be 
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around 80 characters, If you need a 
longer length you ran link function 
keys together using a 'GO function key' 
command as the last part of a given 
function key string. The end result is 
that you can input the whole character 
string in terminal mode by pressing just 
one function key - very useful for 
log-on sequences, for instance. The 
definitions may be saved to disk and 
Loaded in whenever required, 

BULLETPROOF 

FLASH ts advertised as having 
'bulletproof file transfer facilities. It 
handles ASCII or XMODEM transfers 
directly to/from disfcj and has facilities 
for varying parameters to suit a wide 
range of remote system requirements, I 
can't verify it is bulletproof in all 
circumstances, but it has certainly 
worked successfully on the downloads 
Tve tried so Ear. 

Another feature worth mentioning 
is FLASH'S translation table facility, 
This allows you to do such things as 
access bulletin boards de$igned for 
specific non- Atari machines, and to 
handle any strange control characters 
which might otherwise drive your Atari 
crazy; Another use would be to 
implement a simple form of 
encryption/decryption between two 
FLASH users having the same 
translation table, i.e. a basic security 
system, Translate tables, like all other 
customisable features in FLASH^ may 
be saved to disk and loaded in as 
required. 

IN CONCLUSION... 

My overall assessment of FLASH 
is that it's an inspired piece of 
programming, It's reliable^ easy to use, 
offers useful features rather than 
gimmicks, and sells at a reasonable 
price. 

The main fly in the ointment is 
that it doesn't support PRESTEL type 
systems. However it works OK in V23 
mode (1 200/75 baud) on text only 
systems - at least, it does with my 
Miracle WS4000 modem. The other 
'admittedly esoteric) missing feature is 
the ability to handle auto-answer - you 
can't dial into your own system from 
elsewhere to access or upload your own 
files. However-j Antic have recently 
released an accessory package which 
adds exactly this feature and much 
more besides. If they could do the same 
with PRESTEL type support, FLASH 
would be unbeatable. But if you don't 
need this, it s $ a winner anyway! * 



K-ROGET 

Kuma Software 

Reviewed by 
Matthew Jones 



For many years I have had by my 
desk both a dictionary and a thesaurus 
for when I am writing. Every so often, 
I find myself thinking 'is that really 
how it is spelt?' f but even more often* 
there must be a better word'. A 
thesaurus is a dictionary of synonyms - 
words with similar meanings. The 
thesaurus I have is small, never seems 
to have the word I require and it takes 
time to search for more alternatives, I 
have always thought that this was an 
obvious task for my computer. 

K-Roger^ by Kuma* is designed to 
provide just such a facility. I started 
eagerly by reading the 18 page manual 
but soon became lost as it switched 
from topic to topic so let me try and 
give you an idea of the program 
without the manual. K-Roget is 
installed as a Desk Accessory. To select 
a word, you select the K-Roget option 
in the desk menu and then type in your 
word. If you have K-Word 2, you can 
use a menu option to send the current 
word to K-Roget automatically but this 
option is not available with other 
software K-Roget will search its files, 
and produce a list of similar words. 
Three slider bars allow access to more 
words, the top bar selecting alternative 
references (e.g. broadside is in with 
synonyms like flank, salvo and great 
gun) ? another bar selecting different 
paragraphs about the current reference f 
and the third selecting new "heads', 
The 'heads 1 next to that located for you 
are generally related to the subject. For 
instance the 'heads' next to 'untruth* 
are 'truth' and 'maxim \ followed by 



'absurdity' and 'ignoramus'. 

You can move around in the 
subject you are interested in quite 
easily, Another nice feature is that some 
of the suggestions are multiple words, 
e.g. Scholar' has the suggestion *man or 
woman of letters 1 and 'academic 
circles'. If K-Roget cannot find the 
word you are looking for, it lists words 
that are spelt similarly, so you do not 
have to know the precise spelling to use 
it. 

Once you find a word, you can find 
more alternatives by clicking on it in 
the window to select it. Also available . 
an history feature > which allows you to 
see all the words you have looked at in 
this session. If you are using K-Word 
2 5 then you also have the option to send 
the current word to replace the existing 
one but with other applications you will 
have to note the word and insert it 
manually. 

I have recently used the new 
Wordstar Professional 4 which comes 
with Word Finder and i$ 3 to my mind 3 
very much easier to use than K-Rogetj 
but is harder to look around similar 
subjects. I find the controls of K-Roget 
frustrating, as the slider bars are not 
fully implemented (you can drag, and 
click on arrows at the end, but not click 
on the shaded part} and you cannot 
double click to select and find a new 
word. 

The manual h adequate but a bit 
of a struggle - everything you need is 
there but it seems very disorganised - 
but once you have the program 
installed and can understand the 
terminology, use is intuitive. K-Roget 
needs two I megabyte disks or a hard 
disk, or a RAM disk, (though it is 
supplied on three single sided disks). 

Overall y K-Rog^t provides some 
good alternatives to most words s and if 
you do any writing, it is well worth 
looking at. j 
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PAGE 6 began collecting public domain soft- 
ware for the Atari FIVE YEARS AGO and was 
the FIRST to gather together PD software for 
the ST. We have an incredible collection of disks includ- 
ing languages, games, utilities, demos, graphics and 
much more^ 

We don't throw in everything, we select the very best, so if 
you want the best in PD software ask for our catalog. 
Write to PAGE 6, P.O.BOX 54, STAFFORD, ST 16 1DR 

or phone us on 0785 57005 
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CYBERSTUDIO 



CyberStudio CAD 3-D may be the 
most advanced of the many graphics 
packages currently available for the 
Atari ST. It is a program which allows 
one to draw s ftat* two dimensional 
shapes and objects and transform them 
into 'real' three dimensional objects 
with depth. For those who may have 
logged a few dozen hours on the 
original CAD 3-D (version 1.0} there 
should be little difficulty in adjusting to 
the new version, Version 2,0 requires 
one megabyte of RAM therefore if you 
own a half-megabyte Atari you will 
need a memory upgrade in order to use 
this program. It's not an unreasonable 
suggestion^ for this program it's worth 
buying a memory upgrade! 

CAD 3-D 2.0 is m 
'object -oriented' graphics program 
which allows one to create three 
dimensional drawings and place them 
in a three dimensional universe* CAD 
3-D creations may also be output as 
screen images and saved in either 
Degas, Neochrome? or CO.L.R, 
Object Editor formats. They may even 
be printed as hard copy. Then, using 
the Cybexmate animation/ editing 
program^ which is included with CAD 
3-D 2.0, groups of sequential frames 
can be created and your objects can 
move with smooth animation. Using 
the optional new Stereotck Liquid 
Glasses, objects may also be viewed in 
breath-taking stereo. 

When the program is first 
booted-up we see the familiar 
drop -down gem menus across the cop 
of the screen. The left third of the 
screen is the ICON CONTROL 
PANEL and the righi two-thirds of the 
screen consists of the four VIEW 
WINDOWS which are used to look at 
the 3-D Universe, The CAD 3-D 
Universe is a transparent cube and all 
objects created by CAD 3-D appear 
inside the cube. The windows labelled 
TOP, RIGHT, and FRONT (which 
can be flipped to BOTTOM, LEFT 
and BACK) correspond to the various 
faces of the cube. These windows are 
fixed and cannot be moved, unlike the 
fourth window which is labelled 
CAMERA. The CAiViERA window is 




Has ANTIC Software 
developed the 
Graphics package? 
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like an actual movie camera on a L boom J 
located outside the universe's cube. It 
is able to move to any position - near, 
far j over, under or around. 

There are three ways to begin to 
create an new object. The first way is to 
use the PRIMITIVES ICON. It 
allows you to create basic shapes and 
offers you the choice of SPHERH 1 , 
SPHERE 2, SPHERE 3, TORUS, 
CUBE, or WEDGE. You may also 
choose to create an original object 
through the EXTRUDE or Si J I N 
functions. EXTRUDE operates like a 

'worth buying a 
memory upgrade' 

jigsaw, allowing a shape to be cut out as 
if you were cutting a shape from a piece 
of wood. After Extrude cuts the shape, 
it adds depth . You can then alter the 
thickness and size using the scaling 
tools. SPIN creates an object of 
revolution as if you were to create it by 
using a lathe. After the outline of an 
object is drawn on the Spin screen s it is 
spun to create depth. 

When using Spin or Extrude you 
are brought to separate work screens. 
These work screens contain their own 
sets of drop-down windows which 
provide tools to aid in producing 



objects of greater accuracy. Once an 
object is created it can be re scaled., 
manipulated or placed in a group of one 
or more other objects as a single 
element of a greater construction. After 
your object is created the ROT AT H 
and SCALE slider bars at the top of the 
screen allow you to rotate your object 
(or objects) either vertically or 
horizontally and then scale them to be 
either smaller or larger. 

Using the camera window, you can 
ZOOM in or out 5 change the 
PERSPECTIVE or ROTATE the 
camera. These functions only affect the 
camera's point of view and don't 
change the actual objects, Using the 
OBJECT JOIN icon, you can join 
objects together in a variety of ways to 
create a third,, unique^ object. 

The next set of icons allow for 
moving objects within the *cube s 
universe. You can DRAG objects to 
any location within the non-camera 
windows as well as reposition them in 
relation to any other object, You can 
also rotate objects in three different 
ways. Center Pivot Point Rotation is 
used to rotate objects around the 
imaginary center point of the 3-D 
universe, Grtiup Pivot Point is used to 
rotaie objects around an imaginary 
point in the center of the object* and 
Arbitrary Pivot Point allows one to 
rotate objects around any selected point 
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YORK COMPUTER CENTRE 



AUTHORISED ATARI DEALER 
FOR OVER 4 YEARS 



ST HARDWARE 



ALL STs INCLUDE 10 BLANK & 5 
PROGRAM DISCS 



L 040 ST F with H i-Ri* mono mun itor jf^ 5 .00 

1&40STF with Med -Res colour monitor £795.00 

1CWSTF keyboard only £495.00 

520STFM with built in J meg drive £295.00 

520STM £255.00 



HOW TO OKDKK 

Jf"vt urdtr Li llif nrfdfcKi bduw wlLfi j*jyr nam* 

pa>abdc iu the Y«rh C^mpyttr Ontrt, or phme our H 
Ikiut 1 i- iL II r r- i*1 lh siiUP Visa dt AlCCtt- numb*!, AH 

pmidH dl^pulihwl IflTTlC ddY HlbjKl |J1 * ¥jkUh(|| t) . All 

Hrlo?i Imlirir VAT* l£% 
Pleas* add posLifte And packing Tor wftwAr< N 

t5J)0 firf hard^an and £]2.O0 fuf courier Knlct. 



Qui? shop Lfi open 6 days a week from 9am to 6pm. b the 
centre of York, wt wi]] be happy to serve you and 
d-emoflfilratc anything you Wish Lo scr_ 

YORK COMPUTER CENTRE 
? Divygitc Arcide, Dtvygite, 
York VOl 2SL. Tel: 0904 641842 
Pratr! MBX. 9044414*2 
Teferom Gold MBX. 72;MAG*G524 



ST SOFTWARE I ST ACCESSORIES 



0% DISCOUNT FOR CASH & CHEQUI 
5% FOR ACCESS & VISA CARDS 



Sidewalk 

5ku]l-Difi£er\ 

Starglidcr 

The Pawn 

Extensor 

Phantasie HI 

Guild of Thieves 

Terrapods 

Publishing Partner 

Indiana Jones 

Superbabc Pcr&onal 

Back Pack 

Fast Basic 

Bureaucracy 

Metro Cross 

Goldruntier 

Roadrunner 

Plucos 

Mouse Trap 



£19.95 
£19.95 

£19.95 
£24.95 

£24.05 
£159 
£24 

£W 
£49 

£34 

£24 
£24 
£14 
£14 



85 
99 
95 
0€ 
90 
95 
95 
95 
99 
95 
95 



VfSA 




WIDE RANGE OF 
BOOKS AND MAGAZINES 



Atari i Meg drive 


£lfl9.00 


Eidcrsoft Hard Disk 20 mb 


£699.00 


Cumana 1 meg drive 


£155.00 


Cumana 2 meg twin drive 


£269.00 


Philips 8533 Mc4ium-Res 


Colour monitor 


£285.00 


Casio CZ230S keyboard 


£2^9.00 


VFS4Q00 modem 


£169.00 


SpecidL Offer 


Atari 50fl]c Disk Drive 





BOX OF 10 DISKS 



Brandedi/aiiarantced 
3.5"SS.'DD £14.95 
3.5*DS/DD £19 + 9S 



Uflbranded 

3.5 V SS."DD 
3.V DS/DD 



£12.00 
£16.00 



DISK BOXES 



3 5 " x 40 bckibt* 
3,5" x 3€ kxkabl* 



£ 9M 
£14.55 



Tel: 0904 



WE WON'T III-: HHA i KN ON PR] CM 
I'l.EASE PHONE US NOW ¥OR THK UJ- S T 
LJHAI.S ON ST'h 



within the 3-D universe. 

There are also separate Icons 
which allow even more precise control 
over changing the positioning of 
objects, their size or their relationship 
ro one-another on the screen. Double 
clicking on [he SUPERVIEW icon 
creates si full screen* 16 colour^ low 
reso lution display of the CAD-3D 
composition from the same view point 
of the camera window. It is this image 
that is used when you eleci to save to 
Degas, Neochrome or CG,L.R 
formats. 

A new feature in superview mode 
allows you to use the mouse to rotate^ 
zoom, change the perspective* or bank 
the camera angle, in real time while the 
image shown in superview is in 
wireframe mode. Clicking once on 
superview brings the super view mode 
setting menu to the screen. It allows 
you to load a Degas picture into the 
background, display the image in stereo 
for Stereotefc glasses, change the images 
from object oriented to a pixel image 
background and change the mode of 
ihe colour image displayed. 

All objects which are displayed are 
affected by lighting, By clicking on the 
LIGHTING icon a control box 
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appears which allows you absolute 
control in position and intensity of 
three different light sources and an 
ambient light. The ESTABLISH 
SCALE icon allows to choose a scale of 
measurement to use later with the 
OBJECT MEASUREMENT icon and 
the TAPE MEASURE ICON. With 
the Object Measure iconj you can 
rescale an object by editing it's length, 
width or height and with Tape 
Measure you can measure the distances 
between icons, The final icons control 
the animation facilities which record 
sequential image files for plotter/ 
GDOS output or animation file* for the 
Cybermate system. 



Cybermate is an advanced 
language which animated CAD 3-D 2.0 
creations. Using advanced delta 
compression techniques. Cyber mace 
transforms a one megabyte ST into a 
ten megabyte frame buffer. Thousands 
of animation frames of 3-D objects can 
be stored in RAM and played back at 
speeds up to sixty frames a second (2J 
times faster than a film}. 

Cybermate also allows the addition 
of sound effects or music (created by 
the very competent G.LS/T Sound 
Editor) to the 3-D films, 

CONCLUSION 

CAD 3-D 2,0 is exceptional value 
for money, it*s an incredibly advanced 
and useful graphics program made as 
user-friendly and convenient as 
possible. 

Creative use of CAD 3-D can 
design impressive logos, breathtaking 
special effects in film or videos brilliant 
images for use with Degas or 
Neochrome, well designed 3-D sprites, 
as well as many other inventive uses. 
CAD 3-D 2.0 , s restrictions appear to 
be only the bounds of the user's 
imagination. m 
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REUIEUI 

Zoomracks 1 1 



Zoomracks s the innovative 
database program for the ST S first 
appeared over a year ago, Its flexibility 
and unique visual interface based on 
the idea of cards Sn racks (like those 
used by employees for clocking in and 
out at work) made it very easy to use. 
Now Microdeal are marketing a Mk II 
version offering even more facilities, 
They've also launched a companion 
series of s Starter Kits' designed to get 
either version of Zoomracks into 
productive use in double quick time. 

Zoomracks II is supplied in a 
substantial A5 ring binder containing a 
command reference card^ a function 
key [emplate, a single sided disk^ and a 
fully indexed I^O page User Guide, 
The Guide's tutorial style is designed 
to get you using the package quickly., 
and the disk contains online tutorial 
and help facilities for use if you get 
stuck later. 

The program is driven mainly by 
menus appearing across the bottom of 
the screen. Selections operate as 
'toggles' - making a given selection a 
second time reverses the action of the 
original, returning you to your starting 
point. Selections may be made with 
keystrokes or by positioning the cursor 
over the required item with cursor keys 
Or mouse. Certain features are 
implemented via function key** which 
can be a little confusing until you're 
familiar with the program. 

A card holds up to 27 data fields, 
each up to 250 lines by 80 characters 
long. Each card is held in a slot in a 
rack with just the top line showing, so 
you can see what it contains. A rack can 
hold thousands of cards, with actual 
capacity depending on the amount of 
data on each card and your ST's 
memory size^ as a rack has to fit 
completely into memory. A gauge at 
the bottom of the screen shows how 
much free memory remains at any time, 

A rack may be named and stored 
on disk just like any other file, but with 
an extender of ZRX. When requested* 
Zoomracks displays the rack names - in 
a rack 5 of course! So the overall 
Zoomracks database structure is as 
follows: a disk is a rack of ZRX files, a 
ZRX file is a rack of card records* and a 
card is a rack of data fields . 



John S Davison takes a look at the 
latest version of one of the most 
original computer databases 



CREATING A DATABASE 

A rack is created by defining a 
1 template \ which names and positions 
the card's data fields. Field type and 
length don't have to be specified, as all 

data is ASCIIs and the length is wellj 

as long as you want it! The template 
generates blank cards into which you 
simply key the data (of any length) 
when prompted by fieldname. This is 
repeated until all required cards have 
been set up. It*s unbelievably easy! 

Zoomracks II *s editor has a 
number of wordprocessor-Iike facilities 
to help you enter and edit data. In fact, 
you can use it like a simple 
wordprocessor for producing notes and 
letters. Input mode is switchable 
between insert and overtype; you can 
delete data by character j word or line; 
there are cut, copy ? paste and replace 
facilities at rack, card, field or line level; 
margins can be adjusted and text 
reformatted to fitj lines can be split and 
joined at any point and tabs can be set. 
Also, there's a facility for pasting 
current date and time into a field. 

RETRIEVAL AND 
UPDATE 

Data retrieval is where the 'zoom' 
part of the program's name becomes 
evident. You use the program rather 
like a zoom lens on a camera, in this 
case to get closer and show more detail 
of your subject data, After loading a 
disk you select a rack from the 
displayed disk rack. This rack then 
loads and zooms you into rack level 
detaiU showing the top line of each card 
in the rack. If you then select a card the 
program zooms you into card level 
detail, showing individual data fields. 
Finally, if the field holds more data 
than actually shown on the scretn s you 
can zoom in again to display ihe wbtik- 
field. 

If a rack s card or field is too big to 
fit on one screen you can scroll up and 
down to find the part you want, 



Unfortunately, Zoomracks isn't GEM 
based so there are no scroll bars< 
Scrolling is performed by different 
methods depending on the current 
zoom level - very annoying in practice. 

With many database programs., 
making changes to an existing database 
can be a painful experience. Not so 
with Zoomracks. You have complete 
flexibility to change field positions, 
add delete fields, and alter the amount 
of data displayed for each field, as well 
as altering its IcngLh or content. And if 
you mess up the format changes there's 
an "Undo 1 command to put everything 
back as it was. Cards may be added and 
deleted easily, coo. 

Up to nine racks may be loaded 
into memory at any one time. You can 
quickly switch between them, or even 
display multiple racks on the screen 
simultaneously 3 with Zoomracks 
automatically compressing the data to 
make this easier, if required r 

MATHS AND MACROS 

Zoomracks IPs mathematical 
capability is restricted to the four basic 
arithmetic functions. You can use it like 
a calculator, with numeric data input 
from the keyboard or picked up from 
any field on the card, A semi-automatic 
mode permits the summing of all 
numbers in a field or the same field 
across cards. Results may be put back 
into the card if required. Further 
automation may be obtained using the 
macro facilities described below. 

A macro h a collection of 
commands or frequently used text 
which can be set up in a special macro 
rack and invoked by a two key 
abbreviation. The rack holds up to 27 
macros, and may be saved for future 
use. A disk may hold muhiple macro 
rackSj but only one may be loaded in at 
any given time. Creating macros is very 
easy - the first one I tried (admittedly a 
simple totalling operation) took about 
30 seconds, and it worked first time. 
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ZOOMRACKS STARTER KITS 



Macros operate on single cards or a 
specified number of cards from a given 
starting point - you don't have to 
process Lhc whole rack in one go. 
Zoomracks can abo automatically load 
a default macro rack and even execute a 
specific macro at boot-up timtr. A 
simple macro language is included to 
help you produce quite slick macro 
procedures j as demonstrated 
convincingly by the online tutorial 
supplied. 

PRINTING 

Zoomracks can print to a screen 
for checking layouts* a printer for hard 
copy, disk (in ASCII format) for input 
to other programs, such as a 
wordprocessor 3 or internal field buffer 
for pa&ting elsewhere in the database. 

Prim layout is specified by the u&e 
of 'forms', allowing you to customise 
the printout^ appearance. A default 
form (same as the card layout) is 
automatically provided, and this may 
be edited to produce your own 
customised version, Page layout 
parameter?; uieh as page length, 
margins^ offset, headers., footer^ page 
numbering, and datesiarnp may be 
specified as well as positioning of fields 
anywhere on a page. Data may be 
printed one card per page or as a 
continuous report. It's not quite as 
sophisticated as some database 
programs, but adequate for most 
purposes. 

CONCLUSIONS 

Zoomracks 1 1 represents a 
refreshingly different approach to ST 
database applications. Once you've 
mastered its quirky mix of keyboard, 
function key and mouse input it 
becomes simple to create, use^ and 
maintain many basic home or business 
applications. A quick look at the 
contents of the Starter Kits should give 
a good idea of what's possible. 

For more advanced applications its 
limitations in the search, sort and 
arithmetic areas could cause problems. 
Also, I found the lack of disk utilities a 
pain. You can't even list a complete 
disk directory from within Zoomracks - 
the disk rack facility shows only 
Zoomracks files! But having said that 
there's still an awful tat it CAN do. In 
fact j k could well be the only database 
program you ever need . + 




If you're a Zoomracks user and 
can't spare the time to set up your own 
database applications , then these 
inexpensive starter kits from Microdeal 
at £935 each could be just what you 
need, Basically, they're sets of 
Zoomracks templates 3 sample data, 
macros j output forms and hints files 
which you can load and use straight 
away They're designed to work with 
Zoomracks I or II. 

Each disk holds a large number of 
different application racks, with each 
rack being pre-loaded with a few 
sample data cards for that application , 
You build on these to form your own 
customised databases. 

Each rack includes a comments 
card describing each field in the 
supplied template for that rack. If a 
template doesn't quite fit your 
requirements , the amazing flexibility of 
Zoomracks allows you to immediately 
add to> delete from^ or otherwise 
modify it - even though it already 
contains data. 

Having a database doesn't 
necessarily mean you've got a usable 
application. You need to be able to 
rapidly manipulate the dara^ produce 
reports from it and maintain it This is 
where the supplied macros and output 
forms come in. Once again these may 
be modified and your own added until 
the applications are exactly as vou want. 



HOME STARTER KIT 

Contains templates for; 

Appliance Records 

Appointment Calendar 1 Mary 

Book CaiaJog-ue 

Checkbook Balancing 

Clothes Sizes 

Computer Disk index 

Cooler} 1 Recipes 

Cookery Recipe Index 

Correspondence Lo p 

Credit Card Details 

Family Contracts 

Family Health Records 

Freezer Inventory 

Fruit Canning Records 

Gift Log 

Heme Inventory 

Information Sources 

Investments 

Items Loaned Log 

Names and Addresses 

Newspaper Clipping Index 

Pets and Y r rts Log 

Phone Call Log 

Prescription. Luff 

Record Catalogue 

Restaurant Log 

Sowing Index 

Shopping Lists 

Special Offer Coupon Log 

Storage Lnjj 

Subscription Lug 

Videotape Catalogue 



If you put all the home 
applications on your ST you'd spend 
all your waking hours updating them! 
Still, they give ideas of what can be 
done* and all of them are probably 
useful to someone j somewhere, 
sometime. The ones of interest to me 
seemed to work OK 5 and were adequate 
for their purposes. In addition to the 
templates there are 43 output forms 
provided for producing reports and 
Listings from the different racks j but 
only three macros, 

There*s a lot in the Business 
Starter Kit also with most of it looking 
suitable for general office use or at least 
providing the basis for developing your 
own applications. Some areas (such as 
Invoicing, for instance) would probably 
require considerable modification to 
meet individual needs. The kit also 
includes 47 output forms and 10 
macros the latter handling such tasks 
as adding items and calculating the 
remaining balance on an invoice. 

Overalls I think the Starter Kit 
concept is excellent. Not only does it 
provide ready made applications for 
your ST S but it could also give you 
ideas for using your ST in ways you'd 
never previously dreamed of. At £$.95 
each the kits arc great value and Tm 
sure all Zoomracks owners will find 
something in the series to interest 
ihcm. m 



BUSINESS STARTER KIT 

This nnc includes templates for: 

Appointment Calendar Diary 

Area Codes (USA) 

Assets 

Cheques 

Company Details 
Correspondence 
Customer Details 
Customer Orders 
Employee Record* 
Expenses 
Inventory 
Investor List 
Invoices 

Meeting 1 Agenda 
Memos. 

Names and Addresses 
Office Files Index 
Office Forms Catalogue 
Office Procedures 
Payables 
Payroll Details 
Phone Log 
Price Lists 
Prospeci List 
Purchase Orders 
Shipping Lop 
Things To l>o List 
Vendor Quote Details 
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BASIC 
COMPILER 
Glentop Press Ltd* 



Reviewed by Matthew Jones 



THE BASIC 

As a programmer who learnt the BASIC language many 
years ago but then left for the brave new world of C, the 
opportunity to review GFA BASIC was an interesting chance 
to see what BASIC has been getting up to since 1 left. 

GFA BASIC comes in a video cassette style box, and 
includes a 293 page ring bound manual and a single floppy 
disk. The disk contains two versions of the BASIC (both 
unprotected - please don't abuse), a full featured one for 
progTam development and a run-only version to allow you to 
give away or sell your programs. 

IT DOESN'T USE GEM J 

Being a normal user^ the first thing I did was not study 
the manual but run the BASIC program. I have had my ST 
since the first shipment hit the U.K, S and since [hen have 
become very familiar with the GEM interface^ using windows, 
icons? menus and mice. When I ran GFA BASIC therefore I 
had quite a shock. GFA BASIC is a standard text mode 
program, though it does use a mouse, I fully expected to find 
GFA BASIC using windows., but having used it for a while 3 1 
have to admit that even without windows s it still presents a 
good environment to work in. GFA uses a 'Command line* 
menu at the top for mouse selections which is similar to a drop 
down menu but nothing drops down! There ate ten options j 
doubled up to make twenty. Clicking on the command text, or 
preying a function key (shifted for the extra ten)., activates the 
command. Commands include load 3 savej run, program check, 
search, replace and block functions, as well as options like 
insert and overwrite mode toggles^ and (on monochrome 
screens) a 50 line mode. 

The BASIC program is not entered in the traditional 
form with line numbers, but is entered with one command to a 
line and automatically 'tabbed' within loops (GFA is a 
procedural BASIC 5 also incorporating DO,„LOQP, 
REPEAT, ..UNTIL and WHILE. ..WEND). A nice touch is 
that keywords can be differentiated by automatically 
capitalising the first letter. I did miss a scroll bar to reflect the 
current position within the program and to provide easy 
movement to anywhere in the program^ but for those who do 
not like GEM, this may be not be a problem. 

IT DOES USE GEM! 

GEM is not neglected by the program though^ for whilst 
the programming environment is not GEM based, very good 
provision has been made within ihe commands for 
incorporating GEM into a user's program. As an example, it is 
possible to define an array of text strings? which can then be 
used with a command to build a proper GEM menu bar across 
the top of the screen. Activating the menu is then just a case of 
using the command d ON MENU GGSUB\ The user must 



know a bit about the GKM system, but other commands allow 
much more transparent access to GEM facilities,, like the 
window commands j and an alert handler. So the programmer 
who wants to use GEM is not held back by GFA (an interface 
to the heart of GEM is provided if you want to sidestep or 
enhance the standard facilities). 

GFA BASIC is not just about working GEM however t as 
a lot of new and useful functions have been added to make 
programming in BASIC a lot easier and more powerful. I 
cannot include them all, but for a few examples: access to the 
address of a variable, and passing of pointers to procedures! 
single operand maths functions like ADD A%,5 (which is 
twice as fast as LET A% = A% + 5); graphics primitives 
(lines, boxesj circles, ellipses); chaining of other programs; 
date and time functions; structured file read/writing and 
random access files ; PRINT USING* form input* (limiting 
input to a set length) ; local variables in procedures; reading of 
all mouse actions (x 3 y 5 buttons,, leaving/entering boxes); sprite 
definition; sound command; upper/lower case of a strings 
blitter type block moves; screen save/ restores; an 
'approximately 1 equal to comparison; and both user and 
supervisor mode POKE functions (byte* word and long sized} 
for twiddling within the computer, I can't cover them all here, 
and I haven't included the more basic (no pun intended) 
functions that have been added, Overall this is a function 
packed BASIC. 

THE MANUAL 

Considering the number of functions and the general 
power of GFA BASIC* it is a great pity that it is let down by 
the manual. 

Despite its size, and at least one page per command, it 
does not give as much information as I would have liked, and 
it is often not very dear* partly because of its (obvious) 
German translated origin. Another point is that it has been 
printed on a bright red paper, a technique used to stop 
photocopying. I tested this and found that with a bit of 
experimentation, the photocopy was easier to read than the 
original manual! Glentop told me they were doing a new 
manual j and may be dropping the red paper. I hope that 
existing owners will be able to send back their manual with a 
SMALL fee to upgrade to a new one. At the current time, the 
manual is a disappointment, hut it does contain all the 
information - you just have to spend a long time finding it as 
there is no index. 

CONVERTING PROGRAMS 

My experiments with the system included an attempt to 
convert an old 8 bit Atari BASIC program C Matthews Label 
Maker 5 ) to run on the ST. GFA provide a program which 
converts Atari ST BASIC programs (with line numbers and 
multiple statements per line), and converts it to a file suitable 
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SUPERTEC COMPUTER OFFERS 



Software for the ATARI ST 



Art Director £49 95 

Deadline £22 95 

The Pawn £24 95 

Red Al^r< £24 95 

Winter Games t'24 95 

Golf f 29 95 

Time Bandn £29 95 

Sundog £29 95 

Major Motion £19 95 

Deep Space £34 95 

Siargiider £24 95 

ST Karate f 1 9 95 
TempJe or" Apshai 

Tr 'logy [24 95 

Strike Force Harrier C24.95 

Worlrj Games £24 95 

Karaie Kid II £24 95 

trivia Charienge £19 95 

GFA Draft f 99 95 

GauntJti £24.95 



Film Direcior £59 95 

Q Ball £ 19 95 

Warzone £19.95 

ST Proiector f 19 95 

GFA Basic £59.95 

Roadwar 2000 £24 95 

T-R-l-M £89 95 

ST Accounts £ 1 50 00 

Superbase £99 95 

dBman El 13 85 

Music Sludio F29 95 

Degas Elite £69.95 

Co ogr^pacf: f 1 9 

Cashhnk Accounts f 295 00 

K Comm 2 £49 £5 

VIP Lite £99 95 

Fastcom £49 95 
Fleet Sueel Publisher £1 15 'oO 

I'mhLbition £24.^5 



PRfNTERS. . PRINTERS. . .PRINTERS 



Including- EPSON • BROTHER • Panasonic 

• MANNESMANN TALLY « Micropcripherals 
STOP PRESS! 

Call for details of NEW Mannesman MT910 LASER PRINTER 
Full range of ROLAND PLOTTERS available 



PERSONAL SHOPPERS WKLCOMF 

MONDAY to FRIDAY 




MANY ST SYSTEMS 
AVAILABLE FROM 
STOCK - CALL FOR DETAIL^ 

WE WILL MATCH ANY 
GENUINE PRICES FROM 
ANY GENUINE ATARI DEALER 




SPECIAL OFFER 



520 STFWI + GFA DRAFT 
SOFTWARE & 
MANNESMANN TALLY PiXY 
3 PLOTTER £653 95 
(limited quantities) 



520STM inc. Mouse £199 
1040STF inc. Monitor £595 
While stocks last 



D/D DRIVES FOR ST 



Cumana 1Mb (single) £144,95 
Cumana 3.575.25* (Combined Unit) £339.95 



DISKS 



MODEMS 



ln.lt If TuthiMi it 



5V4 " SS.'DIJ iPurkul 101 £7.50 

3V2"Dvt» £2.50 ea. 
3V 2 "™ W ei.95 ea. 



SUPERTEC LTD. cornwallis house, howaros chase, fjasildon 



WS2000 

WS4000 

Auto-d i a I /Auto- answer 
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for GFA BASIC (single command per tine, using labels in 
gotos). After a few unsuccessful runs (the program picks up on 
FORs in REMs)j the program was in a form suitable for 
reading into GFA BASIC. It seemed too good to be true, and 
was* for my original program seems to have had some 
convoluted system of conditional NEXTs in it, and I got a 
procedure in a bop T error, which meant I was totally unable 
to use my original (I can't remember how it works any more! J. 
This may not be typical though* and if I were to write it again 
today 3 1 would make much more use of the structuring 
capability of languages like GFA BASIC. 

A set of public domain programs for GFA BASIC is also 
included, which really show off the program to its best. Some 
are quite astonishing (for instance an animation of a horse by 
blitting), and if I hadn't run them my self I might not have 
believed they were written in BASIC (and interpreted BASIC 
at that), More GFA BASIC programs are available from other 
public domain sources. 

THE COMPILER 

The separately bought compiler comes in the same style 
box 3 with a 31 page manual and disk. Compiling is very 
simple, A dialog is presented which shows the possible 
options, and when you have chosen you select a file to compile, 
then a file to save it as, and then it is done. Simple as that. The 
available options are; whether the program can be stopped by 
pressing the Shift/ Alternate/Control keys together (and how 
often checks are made for them); whether integer overflow will 
be trapped^ whether run-time error messages are text and 



number or number only; whether bombs are to be trapped 
(e.g. erroneous instructions which cause three bombs can be 
stopped and made to create an error 103, and thus detected by 
ON ERROR GO SUB), AH the options can be specified in the 
source code if desired, 

Only a few commands cannot be compiled* and they are 
only because they are not applicable (like LIST and SAVE). 
No separate compilation is possible, so it is not possible to 
split your code up into smaller files, but this is not too much of 
a drawback , The only requirement for distributing the 
compiled code is that you acknowledge GFA BASIC, 

CONCLUSION 

GFA BASIC is a very capable programming system* and 
would be quite suitable for any level of programming* from 
beginner to very advanced. It is a pity that GEM is not used 
when writing programs, but not having it probably contributes 
to the claimed interpreter size of only 55k s and the program is 
quite usable anyway. The only drawback to GFA BASIC is 
the manual, but this may be replaced soon, The compiler is a 
nice option , but with the run-only version of the interpreter 
supplied, only the commercial user will need it as the 
interpreter does a very fast job on its own. If GFA BASIC is 
represented ve s BASIC has come a long way in the last few 
years, 

GFA BASIC interpreter and compiler cost £45.95 each 3 
and are available from: Gtentop Press Lid, Standfast Home* 
Bath Place, Barmi, Herts, £jV5 5XE * 



ST GRHIES 



YOUR MISSION IS .... 



SHOOT EVERYTHING! 

more games for your ST 



JUPITER PROBE 

Microdeal 

£14,95 

Reviewed by 
John Davison jnr 



Your mission in Jupiter Probe, the 
latest release from Microdeal is to fly 
above the surface of Jupiter sending 
back photographs. However? a hostile 
race of beings whose only desire is to 
destroy Earth is trying to stop you from 
discovering the dark secrets of Jupiter. 

The mightiest powers on Earth 
have united and supplied three scout 
ships with which to scour the surface of 
Jupiter. These ships are equipped with 
twin laser cannons and a limited 
number of 'advanced features 1 , These 
advanced features are Ultrasonic& 5 
which cause a disturbance in the area 
around your ship s thus destroying all 
aliens in your vicinity, and Shields 
which protect your craft from enemy 
fire for a short period of time. 

As you can probably teJJ from the 
above, this is. ycc another shoot l em up 
game. In fact it is very much like many 
other games of this type. Vertical 
scrolling,, nice bold graphics > neat 
soundtrack^ lots of aliens and plenty of 
action. Considering this game is 'yet 
another vertical scrolling shoot ; em up s 
it does have a surprisingly impressive 
pedigree. It was programmed by Steve 
Hak who was responsible for many 
superb games including Goldrunner 
and Karate Kid IL 

The graphics were done by 
someone Fve not heard of before^ Chris 
Kew. Now don't get me wrong, they're 
good but there's just something not 
quite right about them. The many 
cratersj mountains^ rivers (on 
Jupiier!!!?) and ground bases are all 
well drawn and very colourful, however 
they appear to be very 'chunky*. 
They- re good, but on the ST I expect 
something a little better. 

The sound is 3 in most respects, 




excellent , Like many other games at the 
moment s Jupiter Probe contains 
sampled speech^ however it is not very 
clear and only says a few things. The 
speech warns you whenever a 
formation of aliens or a mutant space 
craft (one which can't be destroyed by 
the Ultrasonics) is approaching. It also 
tells you which advanced features have 
been awarded at the appropriate 
moments. The Jupiter Probe theme 
music was written by Rob Hubbard* 
and is considerably better than his last 
attempt on the ST - Goldrunner. 

The game is very playable as it is 
just about the right difficulty level for 
most people* making it fairly hard but 
not impossibly so. Control is with 
either mouse } joystick or keyboard. 

Jupiter Probe is a good value for 
money game, the price (£14.95) being 
something which I hope to sec more 
often from both Microdeal and other 
software companies > * 



'a good 

value for money 

game 



LIBERATOR 

M i c r o v alue / Ty n eso ft 

£12.95 

Reviewed by 
John Da vison ;nr 

Liberator is yet another 
vertical vcroMing shoot l em up at a 
reasonable price. This time your job is 
to "search the five Colonial prison 
planets and free the Federation 
refugees who are being held captive by 
the rebel Altarian Storm Troopers and 
androids." 

Before loading the game I was not 
really sure what to expect. I read 
through the instructions , which 
incidentally are a bit longer than your 
average Micro Value instructions 
(almost a whole side!!!) and discovered 
thai it really was just another shoot 'em 
up. You must guide you T.H.G.C. 
(Tactical Hover Gun Craft) through 
the enemy controlled terrain and 
liberate the imprisoned Federation 
members. Basically what you have to 
do is to shoot at all of the aliens that 
descend on you from all directions^ and 
hover over large ammo boxes to 
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GRAFTON & XUNC 

ERE/Infogrames 

£24.95 

Reviewed by 
John Db vison jnr 

The year is 2912 AD and the 
possibility of a global war breaking out 
on Earth is high, AU of the spatial 
colonies are threatened , and if the 
Central Galactic Control Computer is 
destroyed all life will disappear on the 
dependent planets. 

You play the part of Crafton, an 
Android who specialises in dangerous 
missions and you are accompanied by 
XunCj a creature known as a 
podocephale who is J ike a head sitting 
on top of a foot. Your mission is to 
penetrate the research centre protecting 
the Control Computer and avoid the 
catastrophe. Well, there you have the 
basic story behind the game. 

In play, 'Crafton & Xunc' is fairly 
good. The screen layout is similar to 
ihat of many arcade adventuresj 
showing the proceedings in 3D. You 
view each of [he many rooms within the 



replenish your supply of 'bombs 1 . 
When you eventually reach the prison 
cell you must shoot out the cell gates to 
release the prisoners. You must then 
teleport to the next planet avoiding the 
'Time Space Gates' (at least that what 
Lhe instructions say, Fve never actually 
seen the Gates). 

The graphics in Liberator aren't 
bad, but as with many of the budget 
games they are not amazing. As you fly 
above the surface of the planet the 
rather dull background scrolls by fairly 
smoothly. I think that possibly the 
mo&t graphically impressive things in 
Liberator arc some of the alien 
creatures. Each sprite, although not 
very well animated, is very well drawn 
and extremely colourful, especially the 
large spheric li I orange aliens which look 
suspiciously like the old 4 Corona J 
adverts on TV. 

The sound in the game is fairly 
bad. There is a pretty awful multi voice 
background tuntj which fortunately 
can be turned off and some puny sound 
effects which aren't really worth 
mentioning. 

Liberator isn't bad, but it isn't a game I 
would rush out and spend thirteen 
pounds on. * 




research centre from above one of the 
corners, making the room look like a 
diamond shape. The rooms each 
contain many objects^ such as tables, 
chairs j settees, plants and usually 
somei-hing hostile, be it alien robots or 
green haired punksi All of these objects 
are very colourful and well drawn, thus 
giving the game a very pleasing look. 

The sprite which you control is 
fairly well defined 4 as you. can see all Lhc 
major features such as his face, arms., 
legs and his red bobble hat wobbles 
about when he walks, 'What!?' you may 
well ask, *an Android wearing a bobble 
hatf Yes, Crafton wears the bobble hat 
to cover up his topless head. According 
to the comic book which accompanies 
the instruction sheet, Grafton's 



TEE UP 

Anco/Artworx 

£9.95 

Reviewed by 
John Davison jar 

Tee Up is a game with an identity 
problem. The box claims to be 'TEE 
UP from Anco' and the title screen of 
the game claims to be 'HOLE IN ONE 
from Art wont 1 . Oh well, never mind. 

Tee-Up, as you can probably tell 
from the title is a golf game, and to be 
quite honest, it is not very good. When 
most ST owners think of golf games 
the first to spring to mind are 
*Leader board* from Access/ U.S. Gold 
or "Mean 18' from Accolade. Well, 
Tee-Up is absolutely nothing like 
either of these. No flashy animation or 
three dimensional graphics here! Your 
view of the proceedings is from above 
(a very long way above) and you canno[ 
actually see your golfer, just the balL 

Each hole is one screen in and 
usually has a good scattering of trees 
and water, I say usually because that is 
only in the eighteen holes provided on 



skullcap was misplaced^ and then eaten 
by Xunc your (faithful]?} companion. 
But enough of that, it is not really 
important to the game. 

As you roam about the research 
centre you will come across many 
different objects (as mentioned above). 
Most of these objects are movable, so 
moving cupboards away from walls can 
sometimes reveal hidden doorways. 
Also, hostile robots which chase you 
around can be trapped by cutting off 
passageways with tables or chairs, In 
addition, you will meet a few people 
during your exploration, including 
green haired punks and various blonde- 
haired women, who will do their best to 
stop you doing any more exploration. 
Furthermore, there are some ancient 
looking scientists whu must each be 
interrogated to obtain part of a secret 
eight figure code, which will eventually 
give you access to the central computer. 

The sound in 'Crafton & Xunc T on 
the whole is not bad, the music at the 
beginning is fairly catchy 3 and the 
sound effects throughout the game are 
above average. 

Overall not a bad game with some 
nice touches and new ideas, although I 
do think that it is a little overpriced. * 



□ 




the program disk. It is possible to 
create your own holes with the supplied 
construction kit. The 'fairway editor' as 
it is called, is possibly the only 
redeeming feature of Tee-Up > Creating 
a hole is just like painting a picture, 
You can have different sized brushes 
for drawing the water, rough* sand, 
fairway and green, and you have preset 
shapes for the various trees, etc. The 
different holes you create can all be 
saved out to disk so you can make up 
your own course or copy real courses. 

Apart from the construction kit, I 
can't really say much more about 
Tee-Up which is positive, other than 
the fact that it is cheap, I don't really 
think it is really worth trying to save a 
few pounds in this case, if you want a 
good golf game save a little more and 
buy either Leaderboard or Mean 18. * 
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TNT 

Infogrames 

£24.95 

■ 

Reviewed by 
John Davison jnr 



TNT is the latest release from the 
French company Infogrames and is 
possibly their most impressive yet. 
Those of you who have played 
' Commando 3 or *Ikari Warriors 1 in the 
arcades or on other micros will 
probably feeJ at home with i TNT* as 
it's a sort of cross between the two* 

My copy was a pre-release version 
so I didn't get any documentation, and 
therefore I'm not sure what the 
ultimate aim of the game is, however 
your primary task would appear to be 




10 shoot,, knife or grenade anybody who 
moves! Upon loading the game you are 
greeted by a reasonable: picrure of a 
soldier with the game logo, 
Accompanying this picture is a very 
good piece of music, in fact it is some of 
the best I've heard so far on the ST. 
The French composer, Charles Callet 
would appear to be perfectly capable of 
equalling anything which either Rob 
Hubbard or David Whittaker have 




PLUTO S 

Microvalue/Tynesoft 
^14.95 

Reviewed by 
John Davison jnr 



Yet another ^budget 1 release from 
MicroValue, this time it's a vertically 
scrolling shoot 'em up, and not a bad 
one either! 

This game will be a right doddle to 
all the Goldrunner freaks oui there, but 
it is still quite an enjoyable game. The 
graphics are quite good, showing the 
large mother ship you are flying over 
mostly in different shades of grey. On 
later levels you will fly over large 
framework structures and around built 
up areas casting long looming shadows . 
The alien attackers are each very well 
drawn, especially the circular shaped 
ships on which the shading changes as 
they rotate, making it look as if the light 
is just catching the flat area of the craft. 
All of the alien ships fly in formation 
and arc very smoothly animated. The 
scrolling is very good, the huge mother 
-hips move slowly by without any 
flicker whatsoever. 

The sound in Plutos leaves a little 
to be desired, The few sound effects 
that exist are not terribly good but they 
serve their purpose, Some music might 
have been nice 5 though. 

The main selling point of Plutos 
will be the fact that it is extremely 
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playable. One of the main reasons for 
this payability is that upon losing a life 
you do not die. Instead* your small 
spacecraft becomes a 'shadow* (just an 
outline) and you may continue playing 
the game, until a few seconds later you 
turn back into your spacecraft again. 
This is a grcai idea, as with most shoot 
'em ups it is most annoying to have to 
go back to the beginning of a level if 
you lose a life. 

As with most games of ihis type, 
there is not much of a plot. Just a 
typical 'you must fly above the 
enormous mother ship destroying the 
weapons installations and the enemy 
spacecraft'. To finish a level in Pluios 
you must 'blind the Sentinel'. The 
Sentinel is the very last part of each 
mother ship* and here you must blast 
away at its eyes whilst it is trying to get 
you. Tf you fail, you will have to repeat 
the previous level ? however if you 
succeed you will be awarded a five 
thousand point bonus, and you 
progress on to the next leveL 

Two player action in Plutos is 
simultaneous, i.e. both players are on 
the screen at the same time. Players 
cannot shoot each other but they must 
compete for fuel and points. This little 
feature makes two player games much 
more enjoyable, as you fight it out for 
the sparsely distributed fuel icons. 

Overall, Plutos is a fairly good 
game with several nice little features 
not found in other games. 1 quite like 
it, but it's not amazing though, so 
check it out before buying. 4 



produced and these are two of Britain's 
foremost computer musicians! 

You move onto the first game 
screen, a very pretty swamp, drawn in 
some nice pastel shades. The swamp 
water appears to move slightly around 
the reeds, and then a large helicopter 
flies in from the bottom of the screen, 
dropping a lone soldier and then flying 
off. This lone soldier happens to be 
you! Selecting a machine gun using Fl 
you move on into the jungU.% and 
suddenly enemy soldiers start running 
towards you from all sides shooting and 
lobbing grenades. You mow down a 
few with your trusty machine gun and 
then finish off a small group with a well 
aimed grenade. Continuing on you 
come across many more soldiers until 
eventually you reach the end of the 
swamp. The helicopter then picks you 
up and takes you to level two. The next 
level loads in revealing a jungle in the 
middle of the night along with another 
very good piece of music. In all there 
are four levels, each graphically more 
impressive than the previous one^ and 
each level having it's own exceptional 
piece of music before you begin. 

In the final version you will have 
five weapons . 1 machine gun, a rifle 3 
grenades, a knife, and a flame thrower. 
You can only carry a limited amount of 
n mm unit ion and grenades, so you must 
use your weapons carefully. The flame 
thrower can be used only once per 
level, however it was not implemented 
on my copy, I understand that on the 
production version it will act as a form 
of 'smart bomb", frying all of the enemy 
soldiers that are on the screen at that 
particular time. 

The sprites in TNT are more 4 m 
proportion 5 than those in other games 
of this type. Kach soldier can be seen 
carrying his weapon and wearing 
camouflage gear, with a back pack and 
beret. My only complaint about the 
game is that the sprites sometimes 
flicker a bit. 

The scrolling is superb, because 
whereas most scrolling games at the 
moment only scroll a relatively small 
proportion of the screen^ TNT 
manages to scroll the full screen 
extremely smoothly. When I see 
scrolling of this quality it sometimes 
makes me wonder what other software 
companies must be doing! 

TNT 5 looks, plays and sounds 
superb and I expect that the finished 
version with the simultaneous two 
player option should be even better, By 
the time you read this it will probably 
be out, so save your pennies! • 

Afore on page 52 
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Cyber Studio Presents . , . 
Your Own Living CAD 3D Works of Art! 

Cyber Sludio for the Atari 1 040 ST is an exciting real-time package which combines 
tie versatile CAD 3D 2 with Cybermate, an advanced animation facility. 

Cyber Studio provides yon with the tools to create a virtually limitless range of 30 
images - from cartoons and science fiction fantasy id designing a car or landscaping 
your garden! The package is ideal for illustrating the various dimension of objects 
viewed from different angles and plane - invaluao e for octn educaiioral and 
practical usage. 

Dimensioning can be eiiner in meires Of feet, aflowing for relational scaling between 
objects and real world stations. Additional features include arbitrary rotelioji poinls 
and a custom colour rendering syslem with up to 16 colours. Tolal control ol light 
sources enables you to casl shadows from your objects - just like natural light! 

The Cybermate animation facility allows you to view complex objects in a continuous 
sweeping movemert. showing ail poss ble .serspeflwes. Jusl imagine it . t , design 
your own house or casfle - then fly round your creation for a bird's eye view! 



I 




1 1 



\\ 



* * 



You Created it . 

Now Join In 
— In Fabulous 3D 

Want to get right in wfUi ihe action on 
your screen? Well, now ygu car! These 
amazing Stereotek glasses will grve you 
a startling view of your software, a 3D 
depth of vision you wont telievef A& well 
as your screen adventures, enjoy your 
education and business presentations in 
glorious 3D loof Simply plug these W- 
tecfi glasses into the cartridge port of 
your Atari 1 040 or MEGA ST and get a 
wno.e new perspective on life. 



£149-00 



INC VAT 






k sorruxc 

— the ultimate software support service 
If you've dreaded hamg access Id a helpline where yow 
questions are answered by lechnxral experts, receiving 
advance waning of upgrades, lips on ougs, -egular newsletier^ 
. . . your praysfs are answered! Sutecnbe for £79.95. and 
all your Electric Software packages will be covered by 
ihe Scire support service. Join now! 



ELECTRIC DfSTRIBUTfON 8 GREEN STREET. WHUNGHAM, CAMBRIDGE CB4 5JA 
TELEPHONE 0954 61258 TELEX: 3:: :3 |PMPR0F G| FAX. 0954 8031 8 

Cyber Studio is a trade mark of Ante All other Sratfe marks arc arinmrtvw 



Hacker II 

Activision 

£2499 

Reviewed by 
John Sweeney 

Hacker II starts just like Hacker. 
You are presented with a blank screen 
headed: 

* H2-PLUS VERSION 1,0 * 
LOGON PLEASE: 

1 Never fear, it is even easier than 
Hacker to get logged on. In fact 
whatever you do you will be logged on 
and then interrupted by a message from 
the Director of Special Agents in the 
CIA, asking for your help 10 combat 
international terrorism by obtaining a 
copy of the 'Doomsday Paper' from a 
Siberian Military Complex! 

Fortunately you don T t need to 
travel to Siberia yourself - they have 
managed to infiltrate the complex with 
three MRUs (Mobile Remote Units - 
remote control robots really) which you 
can use from the comfort of your own 
home computer. 

After a couple of screens of 
introductory information you are 
presented with the display you will use 
for the rest of the game. This consists 
of four small screens arranged in a 
square and taking up most of the 
screen, and a control panel at the 
bottom, Apart from a few keyboard 
inputs at particular places in the game 
all interaction is performed by pressing 
the buttons on the control panel. For 
this purpose they provide a small hand 
at the bottom of the screen which can 
be controlled by whichever input 
device you prefer - keyboard, mouse, 
joystick depending on your machine 
and your mood. 

The four screens can be used to 
display a number of different views. 
You can look at the current view from 
any of the 38 cameras placed at 
strategic points in the corridors and 
rooms of the military complex, You can 
look at what either of the monitors is 
showing as they scan through all the 
camera views .'You can look at a video 
recording of what any of the cameras 
recorded yesterday. Or you can get a 
bird's eye view of your MRU and the 
surrounding rooms and corridors. 

The game takes place in real time. 
As the seconds tick away on the various 



on-screen clocks you can see the guard 
making his rounds s the monitor 
activating the cameras, your MRU as it 
passes in front of a camera, and the 
destruction of your MRU as it is 
turned into scrap metal by the 
Annihilaior! 

Your MRUs start in a safe room. 
You can take control of one and move it 
out to explore, but there are lots of 
ways of triggering alarms - the result is 
always the same - the Annihilator! 
Once you have worked out where you 
are and how to control all your systems 
be sure and get the annihilation scene 
up on one of your screens so you can 
view your demise. 

The game has a number of stages. 
First you must master all the controls. 
The introductory screens give you a 
little help, the 32 page manual 
(Multi-Function Switching Matrix 
Operator's Manual Volume 1) will also 
help a little^ but mainly you have to 
find out for yourself! Second you need 
to learn how to survive outside your 
initial safe roonij avoiding the guards 
the monitors and the annihilator. Third 
you need to map the complex. Once 
you have done all that, you can get 
down to the serious business of trying 
to solve the game! 

Solving the game basically 
requires working out how to open the 
vault undetected, There are codes to 
crack and traps to avoid; and you are 
not helped by the fact that your 
equipment is faulty and breaks down 
bit by bit so that you end up having to 
drive your droid in the dark! You will 
need to understand ALL the controls 
on your Multi -Function Switching 
Matrix, study the introductory screens 
in detail* and work out how to manage 
with only four displays - to start with 
four seems more than enough but you'll 
soon wish you had more. Even when 
you think you have finished there is a 
sting in the tail which will keep you 
busy for another hour or two. 

My only slight quibble would be 
with the price. I usually reckon I am 
getting my money's worth if it works 
out a a pound an hour or less. Maybe I 
was lucky in working it all out, but 
Hacker II cost me well over two 
pounds an hour. However I thoroughly 
enjoyed Hacker II and have no 
hesitation in recommending it to all 
thinking games players. One of its best 
aspects is its sheer originality. It b so 
refreshing to find a game which can't 
easily be fitted into any existing genre. * 



Shuffieboard Pool 

Diamond Games 
£14.95 

Reviewed by 
John Davison fnr 

Two games on one disk for £14.95 
on the STE 'What a bargain!* you may 
think to yourself. Wellj er, sorry fellas 
but this ain't really a bargain, because 
the games themselves seem to have 
something just not quite right about 
them. 

POOL looks very nice, in fact the 
graphics of the table and everything on 
it look most impressive- There are 
plenty of options to choose from 
including loading demo games from the 
disk and changing the colour of the 
table. The balls are aU animated very 
nicely and. the direction algorithms all 
seem to be fairly accurate as the balls 
act almost exactly as you would expect 
them to. So what 1 ? the problem? Well, 
it's playing the game, and above all the 
control of your cue, as it's so difficult. 
The review copy I received didn't have 
any instructions with it so I had to 
work it out for myself, It would appear 
that first you move the cue up to the 
ball and rotate the cue around it (by 
moving the mouse left or right) ? then 
once the cue is in position you must 
pull back on the mouse to define the 
amount of power required, and then 
push the mouse forwards' You may be 
thinking, "what's so difficult about that? 
V/ell just you try it! It's VERY difficult 
to get used to. 

SHUFFLEBOARD, I am led to 
believe is like curling. The screen 
layout is very pleasing with a three 
dimensional view of the alley taking up 
most of the screen and an overhead 
%dew on the right hand side. Now, from 
what I can make out you have to slide 
weights down an alley (similar to a 
bowling alley) into scoring zones at the 
far end. If your opponent's weight gets 
in the way then you can knock it out of 
play, Whenever I play it I ean'i help 
thinking, 'well is that it?*j and I always 
arrive at the same answer- YE SI 
Shuffieboard isn't a bad game but I 
would imagine that the real thing is 
much more enjoyable than the 
computer version. 

It's a pity really because these two 
games could have made an excellent 
package if Robtek/Diamond would had 
spent a little longer on them, i 
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The leading North West 
AlAKl Specialist ATARI Dealer 




ADBROKE 
OMPUTING 

tHTERHATtONAL 



33, Ormskirk Road 
Preston, Lanes, PRl 2QP 
Tel: (0772J 21474 (1 line) 

(0772) 203166 (i lines) ATARI 
B uJ/Board {0772) 2 1 474 M 1 nn 1 



A 



6pmto 9am 



This Company has given years of full support to ATARI users Countrywide from their retail shop 
premises at Ormskirk Road, Preston. Now from their NEW Mail Order Depot they can offer the same 
Excellent service to alt Mail Order Customers. 

All Software and Hardware is fully tested prior to selling. This ensures Customers receive working items 
so that returned goods, and all the attendant frustration are a thing of the past. All Hardware is 
supported by our own 'ON SITE' engineers, therefore quick turn round on ail repairs is Guaranteed. 
All prices quoted are fully VAT inc. and there are no 'hidden extras", what you see is what you get. 
Prices include delivery, Phone for latest Prices/ Releases. 



520STM Packages PHONE 




1Q4QSTF+Mouse 

+Softwr.....™ 

1040STF+Mouse 

+Hi-Res Mon 
+3oftwr. 

104QSTF+Mou$e 

^Colour Mon 
+Softwr-, 



,,£480.00 



£580 00 

£780.00 



IMeg Upgrades are available for the 
520STM. These are our own design 
and are very simple to fit. 
Using the same board, a If ST's can be 
Upgraded to 2mg or 4mg< So no need 
to sell your 520 just Upgrade to a 
Mega ST using our board. 

IMeg Upgrade {STFM}. £70.00 

1Meg Upgrade (All ST's)+Board £1 50.00 

U pgrade Boa rdt . .£1 20, 00 

2.5Meq Upgrade +Board ...PHONE 

4 Meg Upgrade + Board PHONE 

If any of the above Upgrades are 
purchased with Hardware then deduct 
£5 from total. 



All Hard Disks come with Utilities to 
cure the 40 Folder problem + Backup 
Utilities, Fast Read Write etc. 



PRINTERS 

Dot Matrix 

Star NL10„ „ C240.0Q 

NL1Q Shtetfeeder..„ ~ .....£55 00 

National Panasonic PHONE 

MP 165 „„ T PHONE 

Ml Pi 35 ' -i ++ r . . . i ■ . ....... a j ....... r P H N £ 

LX86 Tractor Feed ...£19.00 

LX86 Sheetf coder... C55.Q0 

LQ800 24pin O/M £525 00 

All Others. PHONE 




3% O/S 
D/D 

Per Disk £1.99 

10 Disks £16.00 

10 Disks t-Plasiic 

lib case ,„£1 7.50 
1 00 Disks +Cases . £1 50.00 
500 Disks +Case$ .£650.00 



b'A D/S 
D/D 46TPI 

£0.80 

£6.50 

. ■ . £"? . 50 

,£60.00 

.. .£280.00 



All Disks are covered by an 
unconditional lifetime guarantee. 




We also stock a full range of quality 
P/D ST Software at £3.99 per Dfsk 
Send SAE for catal 



ST 

HTM1 



Our ATARI trained engineers will 
repair all Hardware in minimum time 
at competitive rates. Please ring for a 
quotation, AH repairs carry a 90 day 
warranty. 



NEWLY IMPORTED 
Imager Easily fixed to your printer 
it will digitise anything placed in the 
printer and save to Disk to be used 
with Dega, Elite etc. RRP £99.99. 



All Printer*, Disk Drives etc supplied 
vjsth cables etc. NO HIDDEN EXTRAS 



Meqa ST's PHONE 

Laser Printers PHONE 

PC Clones , PHONE 



DUST COVERS 

Com puters ,. £3-99 

M on itorS .. * , . „„ £4, 99 

Disk Drives ,,,.. „ £2 99 

Pr i n ters . . 1..^^ , , , , ,, , , ....... . 4.++++++,^ 99 

IF IT'S AVAILABLE we have it! 
Send SAE for full catalogue, 

All Dedicated books and mags in stock 



TO ORDEH Simply send, or phone your order, stating Full Name, Address, 
Visa or Accost No?, Cheque or Money order. Make payable to Lacjbroke 
Computing International, 33, Ormskirk Road, Preston p Lana H PRI ?Qp 




STR/ft/l 




520STFM+Mgu$e 

+Softwr. ,,,.....£285.00 

520STFM+ Mouse 

+Softwr 

+TMeg Upgrade £350.00 

520STFM Mega Pack 

520STFM+MoLtse 
+Softwr 
+ 1 Meg Upgrade 
+lMeg 2nd Drive...,. £485.00 
Equal to lQ40STF+ViMeg Drive 
+Modulator 

For Med Res Col Mon add... £299.00 

For High Res Mono Mon add.. ..£1 29,00 

AM Hardware is covered for 12 months 
by our service dept. and is tested 
prior to delivery to assure satisfaction. 




We have a complete range of Software 
in stock and fully tested. 

We nlso stock a f u 1 1 range of ATARI 
8Bit Hardware and Software including 
the new XE range. Please ring for prices 



PERIPHERALS 

Triangte Img D/Drive £139,00 

Triangle 2x1 mg D/Drive. ~. £22 9.00 

Fro Draw Graphics Tab' ^£299,00 

Cumana 1Meg D/Drive £139 r Q0 
All Drives come complete with Software 

HARD DRIVES 

Atari 20mg ......£S60.QO 

Triangle 20mg Hard Disk H . ++hr .. £575,00 

Supra 20 mg £550.00 

30Meg (Cumana}, £699.00 

40Meg (Triangle) ,£799.00 



Any Software problems? Queries? 
gEve us a J ring wa usually have the 
answer 



FOR MORE INFO CALL ON THE 
ABOVE NUMBERS OR SEND SAE 
AND STATE FULL REQUIREMENTS 
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SUPER 
CONDUCTOR 

Microdeal 
£49.95 



Atari's decision to fit a MIDI interface as standard to 
their computers has lead to the ST becoming quickly 
established as the premier musician's micro. Products now 
cover the whole range - from the full spec system used by top 
producers and musicians, down to simple programs for the 
novice. 

Unfortunately most professional MIDI packages have a 
suitably professional price tag,, whilst the low cost packages on 
offer tend to offer only the most basic facilities, Microdears 
Super Conductor is a MIDI sequencing package aimed at the 
low end of the market but with many features which are 
comparable with the more upmarket products, 

TEN SONG BUFFERS 

Super Conductor's first screen displays a list of the songs 
currently held in the ten song buffers. You can switch between 
these buffers with the function keys Fl to F10 at any time 
during editing. It is possible to play these songs in sequence 
which could be very useful for live performance or demos! 

Whenever Super Conductor needs a reference to a 
position in a block or song, the Bar/Beat/Click format is used. 
Every bar of the song is divided into beats , and every beat is 
divided into 96 clicks. That is three times the resolution of the 
MIDI standard* so it should be good enough for most people! 

RECORDING AND PLAYBACK 

Unlike many sequencer packages, Super Conductor does 
not attempt to emulate a cassetur recorder with the familiar 
TLAY'j *STOP% and 'FAST FORWARD' type buttons. 
Instead., Super Conductor takes advantage of the fact that 
most music is structured in some way; verse 1, verse 2, chorus, 
verse 3 and so on. These sections are called 'blocks' and you 
simply record a block for the chorus, and one for the verse and 
repeat them as many times as necessary. 

A Super Conductor block contains any type of MIDI data 
including note events, aftertouch, controller changes, program 
changes and pitch bend. Normally, these events are 
accompanied by a MIDI channel number but Super 
Conductor removes the channel information when the track is 
recorded and so is able to reassign the xMIDI channel on 
playback. Each of Super Conductor's sixteen tracks can be 
assigned to any of MIDFs sixteen available channels 
(confusing, huh?), It is possible to assign any of the channels 
to the interna] speaker during playback if you should run out 
of synthesizers although the usefulness of this facility is 
restricted by the limitations of the ST*s sound capability. 
Personally 3 1 would happily forego this option in exchange for 
a metronome at playback since without one I found it difficult 
to decide how accurate the timing of my latest masterpiece was 
(or wasn't)! 

Each track can be individually muted (silenced), but the 
program lacks a 'solo* facility to enable you to quickly listen to 
a track in isolation. 

The Super Conductor editing screen displays sixteen bars 
which represent the contents of each of the sixteen available 
tracks. As blocks are entered into these tracks, you get a visual 



display of the structure of your song. 

In use, I found it best to initially record very small blocks 
which could be later combined into larger groups as the song 
required. You can insert, delete and copy blocks simply be 
pointing to the required position and clicking the left mouse 
button - couldn'c be easier! 

EDITING 

Super Conductor provides a comprehensive editing 
facility which enables you to examine and alter the MIDI data 
contained within a given block down to the finest detail. You 
are presented with a screen which display s, in chronological 
order, all of the MIDI events contained in a block. You can 
insert, delete and edit these events as desired. 

Although the editing facilities are very thorough, many 
musicians are likely to be absolutely horrified by the sight of 
all those numbers. I can't help feeling that a graphical display 
such as that used by the Steinberg Pro 24 would have been a 
much better solution. 

Paul Huggett takes a look at one of the 
most economical software packages for 
musicians. Can good Midi software be 
had at a reasonable price? 

After a block is recorded, you can filter selected types of 
MIDI data., transpose it, and quantize it (correct it for timing 
errors). Quantization is a very useful tool which can make the 
difference between a song sounding just ordinary or being 
'tight'. However, if you overdo it, you can easily end up with 
something that sounds stale and mechanical. The ability to 
filter data from a block can be especially useful if you have a 
keyboard which transmits after-touch information - which 
often wastes a vast amount of memory. Although these 
functions perform their designated task perfectly^ they suffer 
from the disadvantage that they operate DESTRUCTIVELY 
on the data itself. Once you have quantized or filtered a block, 
your original data is irrevocably altered, The moral must be to 
save your data first! 

DOCUMENTATION 

Super Conductor is supplied with a comprehensive 
manual which does an excellent job of guiding the user 
through the program, It includes the complete MIDI LO 
specification, an index and an appendix containing 
descriptions of all the possible error messages ™ all of which 
are very welcome, 

VERDICT 

There is no denying that this is a capable package. For a 
low-cost MIDI sequencer it provides a comprehensive range 
of facilities and good use of the GEM environment. On my 
wish list would be the ability to have a metronome click on 
playback - without one it is difficult to tell just how accurate 
your recorded performance was, I would also have liked to see 
the ability to synchronize with an external clock - without it 
synching to tape is virtually impossible, 

A professional musician or producer would probably do 
better to look at one of the more upmarket packages such as 
the Steinberg Pro24 or the Hybrid Arts systems, but for the 
amateur j the simply curious or for those who lack deep 
pockets, I would not hesitate to recommend Super Conductor. 
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SO MUCH FOR SO LITTLE! 
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SEE23 is basically an extension of the Atari's already 
powerful E: device. The name means € Screen Editor 
Extension version 2.3 T and the program will add information 
[O the norma.] Graphics 0 screen to let you know the status of 
various keys and in addition will allow you to use a joystick for 
quick movement of the cursor* including a 'home' facility 
similar to that found on many other machines. 

The status line at the top of the screen will tell you 
whether the machine is in Caps., Control or Lower case, 
whether the text is in in vers c and whether the %tart/$tOp flag 
(CONTROL-l) is on. The joystick will enable the cursor to 
be moved anywhere and the fire button will return it to the top 
of the left most column on screen, 



GET IT RUNNING 




So how do you get it running? Firstly you should type in 
the BASIC listing using TYPO 3 to check it as you go, and 
then SAVE this listing to disk. Get a fresh disk with DOS 
written to it, put it in drive 1 3 and run the SEE23 listing. This 
will write an AUTORUN.SYS hie: to your disk and this, disk 
can then be uaed to re- boot. You will see the screen change 
colour and SEE23 will be up and running. 

SOME TECHNICAL NOTES 

The program reconfigures the system in four ways. 
Firstly it sets up a new Graphics 0 display list whichj instead 
of having three 1 12 (8 blank scan lines) instructions at the top 
of the screen, has one 112, one 96 (7 blank scan lines), one 2 
(Graphics 0 line) and one 0(1 blank scan line). Secondly, it 
sets up a VBI to handle the cursor movement, the detection of 
upper /lower case etc. and to update ihe siatus line. Thirdly the 
DO SIN I pointer is altered so that all RE SET s are trapped to 
re-iniiialise SEE23. Finally LOMEM is raised to protect the 
program . 

SOLVING A COUPLE OF PROBLEMS 

During the VBI the Display List pointers are changed to 
point to the new display list which is used to create the extra 
line. I believe that this is the easiest way to do it P certainly 
much easier than te- writing the E: handler butj obviously^ if 
the user issues a graphics call* e.g, GR- 8 , he will only be in 
this mode until the next VBI - approx 1 50th of a second! To 
solve this I thought that as location 87 contains the BASIC 
mode number* all I have to do is check location 87 and if it is 
equal to Q 3 change the Display Li&t f otherwise leave it alone. It 
turns out however that this location is always set to D during 
the VBI (either Lhat or my code is naff!) so it wouldn't work. 
The solution I came up with was to look a[ the Display List 
and see if it contained an Antic mode 2 two lines down the 
screen. If it did, I would change the screen otherwise I would 
assume that the screen was not GR. 0 and so leave it alone. 



SEE 23 



A neat little utility from Gavin 
Jones that will give you instant 
information on your keyboard 
status 




There might of course be a problem with a custom 
written Display List as, sometimes* the display will get 
corrupted but this doesn't matter too much as* if you are using 
a custom Display List., you probably won*t want SEE23 
running anyway and all you have Lo do press OPTION and 
RESET together^ re-run your program and it will work fine. 

DOS is a major problem. I had two choices about where 
to place SEE23- I could have placed it at die lop of RAM. and 
have it trashed by a GK.8 call., or I could put it at the bottom 
of RAM and get it trashed by DOS! I chose that latter so my 
code starts at S1F0O and changes the LOMEM pointer to 
point just after it. If you call DOS however, while the program 
is running it will crash the machine as DOS overwrites the 
VBI code but there is ? fortunately j a way round this. If you 
hold down OPTION and press RESET the SEE23 program 
will turn itself off and you can go to DOS aw many times as 
you like. To get back to SEE23 type X = USR(793G) and press 
RESET. 

SUMMARY 

The siatus line will show the effect of the Capsj Inverse 
and CNTROL-I keys. Play around with them to see [he 

effect. 

The joystick moves the cursor and the fire button will 
'home' the cursor to top left. On the 400 800 machines you 
will hear an awful buzzing sound from the console speaker and 
the cursor may disappear sometimes. This is not a program 
fault, it happens because the K: handler is making a click using 
ST A CONSOL and ST A WSYNCs. ST A WSYNC waits for 
a horizontal sync^ so if you move the cursor past the line 
waiting to be drawn, the cursor seems to disappear. On the 
XL/XE machine the problem is solved by turning off the key 
click, 

If you get fed up with the new screen colour, pressing 
START and RESET will return the colours to the normal 
default. 

To go to DOS, turn off SKE23 by pressing OPTION and 
RESET. If you want to boot up directly to DOS, hold the 
OPTION key down until after the "raspberry* sound and this 
will prevent the program from ever being activated. 
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EI 1 REM W UHMMHMHMKH WW t CM t CKUHKMH W Wt CM WMU l fM 

ca 2 rem * scry.t * 

Tfl 3 REM * * 

DM 4 REM # by Gavin Jones * 
EC 5 REM * ^ 

IZ 6 R EH * PAGE 6 MAGAZINE - ENGLAND * 
EO 7 REM MHM t CK t OlHMHMHMHHKHHWWUM WKKWWMKHM 

HN 6 REM 

ZH IB REM AUTORUK.5Y5 builder for 5EEZ3 
co 2.® REM by Gavin Jones. 
OA 39 REM 

YK 35 ? "isinsert forhatted disc with GO* 
then":? "press IfcWl >*l to write aut ORti 
N . . " 

LQ 36 IF PEEK (532793 Oft THEM 16 

TO 40 OPEN *IJ.,S, J,2fl , "Di AUTORUM. 5VS" 

HU 45 7 :? '"Creating A U TO RUM . ^v^ file..," 

DZ SO FOR 0=1000 TO 1450 5TEP IB 

RZ OO RESTORE A 

GZ ?0 FOR B=l TO 15: READ C 5 PUT ttl f C ! NEKT 
B 

CP 1O0 NEK T A 

LU 118 ? "File created" : CLOSE ttl: END 
PZ 10O0 DATA 255,255,0,31,159,33,173,31,2 

OB, 20i,ii2B8, 1,36, ±65 
PD 1010 DATA 12,1*1,36,31, 165,13,141, 31 , 3 

1 , 169, 29 t 113*12,169,31 
TG 1020 DATA 13 3,13,75,33,31,32,2:55*255,2 

lft, 1ft?, 1, 13 3,66, 173 * 3ft 

JC 1O30 DATA 2,141*156,33,173,37,2,141,15 

9,33* 169, 32 , 141, 37*2 
OJ 1048 DATA 163,77*141,36*2*169,0,133,66 

r 141*40,2* 163* 32,141 

TH 1050 DATA 49*2,169,35,105,1,141,3,32,1 
69 , 3 2, 141, 4, 32 , 16 9 

ftB 1060 DATA 160,141*231,2,169*33,141*232 

*2, 173 p 31,200,201 , 3, 20 0 
DM 1878 DATA 13 , 173 * 30 , 31 , 133 r 12 , 1 73 * 31 * 3 

1, 133* 13* 76 , 116 , 22 0 p 173 
FB IGflfl DATA 31 , £08 * Zfll , 6 , 280 , 10 , 1£9 , 140 , 

141,153, 33,169,202, 141,154 

IK 14190 DATA 33,173,153,33,141,190,2,173, 

154, 33 , 141, 197, 2, 96 , lO 
BT HOD DATA 8,96,96,106*31*0*66,64,156,2 

*2*2*2,2,2 

CE AllO DATA 2*2*2*2,2,2,2,2,2*2*2*2,2,2, 
2 

OH 1126 DATA 2 , 2 , 65 r 31 * 144 # 129 # 1 20 , 126 * 12 

6* 179, 165, 165* 128* 162, 165 
PP 1130 DATA 176*179*169,175,174,120*146* 

142, 147* 120, 12ft, 101 ,176, 176, 165 
ER 1140 DATA 178,120,163,161,179,165*120, 

126*174*175,170,173,161,172,120 
HC 1150 DATA 120,128,141,21,33,140,21,33, 

142,21, 33,173*40,2,133 
IR 1160 DATA 204, 173, 49 , 2 , 133 205, 160, 11 . 

177 ,. 204 * 201, 2, 2O0, 16, 160 
55 1170 DATA 31 * 1 40 , 49 , 2 , 1 60 * G * 140 , 11 2 * 96 

* 90, O, 6 , 0 p 66 * 64 

ZG 1100 DATA i56*2,2,2,2,2 f 2, 2,2,2,2,2,2, 
2,2 

VU 1190 DATA 2*2,2,2,2 , 2, Z, 2, 65,0,32*0, 
0, 0 

ZH 1280 DATA 0,0, 0,0, 0,0,0,0, 0*0*0*0, 0,0 P 
O 

ZK ±218 DATA 0,0,0,0,0,0*6*0,0,6,0,0,0,0, 
0 

DA 1220 DATA 0*6,0,0,0,0,0,0,0,141,155*33 

,140* 156, 33 
PZ 1230 DATA 142,157*33,173,48,2,133,204. 

173*49*2,133,205,166,11 
FO 1240 DATA 17 7,204,201,2,200,10,160,32, 

140, 49 , 2 , 160 , 0, 140,48 
SD 1250 DATA 2*160*0*173,190*2,201,0*240, 

7, 201 , 64, 24 0* 17 , 76 
LU 126 0 DATA 158,32,185*125,33,153*32*33, 

200 , 192 , 7 , 208 , 245 , 76, 169 
OZ 1270 DATA 32,105*118.33,153,32,33,200, 

132* 7, 208,245* 76*169,32 
YM 1286 DATA 105,132,33*153,92,33*200*192 

* 7, 208, 245 , 160 , 0, 173, 18 2 



VP 
LO 
DP 
01 

yj 

KD 
HD 
5u 
TM 

RU 

IE 
BS 
OE 
CG 
TR 
ME 



1290 DATA 2,201,0,240,3,76,195*32,185, 
139, 33 , 153, 104, 33* ZOO 

1308 DATA 192,7,200*245,76,206,32,105, 
145,33,153,164,33,200,192 

1310 DATA 7*200,245*173,255,2,201*0,24 
0,8, 169* ±71* 141, ill, 33 

1320 DATA 76, 226* 32* 169, lftO, 141, 111, 33 
, 160, O, 185, 71, 33 , 2 33 . 31 

1330 DATA 153,35*32,206,192,42,209,243 
,169*255,141*219,2,173*0 

1348 DATA 211,41,15*201,7,24^,20,201*1 
1,240*21,201,13*240,27 

±350 DATA 201, 14*246,18, 169*0, ±41, 219* 
2,76* 39, 33 , 169 * 135 * 76 

1360 DATA 36,33* 169,134,76, 36*33,169*1 
42,76, 3ft, 33, 103,143,141 

1370 DATA 252,2,173*132*2,281,0,266,13 
* 165, 82* 133* 65, 16 9* 23 

1380 DATA 133,04*169,143,141*252,2,173 
, 155* 33, 172, 156* 33, 174 , 157 

1390 DATA 33,76*98,228,150,160,150,160 
p 211, 197, 197, 160, 214, 197* 210 
1400 DATA 211,281,287,206,160,178,174, 
179,160*160,213,260,266,197*210 
1410 DATA 160,195*193,211,197,168,166, 
286,207,210,205,193,204*168,168 
1420 DATA 160,160,168*160,168,160*213, 
200,208,197, 210* 168,195*204,287 
1430 DATA 215*197*218,160*195,195,206, 
212,210*204,160*195,206,207, 210 
1440 DATA 205*193*204,160,201,206,214, 
197,216,211,197,6,0,0,0 

1450 DATA 0,0,0,224,2,225*2*6,31,0,0,0 
,8,8,8 



COME AND SEE PAGE 6 and 
THE PAGE 6 ACCESSORY SHOP 



at 



p 




Novotel Hotel, London 
November 20th - 22nd 



ick up all chose missing hack issues 
sk us about Atari 



G 



EH. 



ec some great books 



quire about the very best in Public Domain 



iJ great reasons to come to the show (well four really 
hut who has heard of PAGE 4!) 



SPECIAL 'PROBLEM DESK' FOR 8- BIT OWNERS 



Visit our 'Problem Desk' manned by new PAGE 6 
member and Atari 8^ bit expert Phil Car dwell. 

Phil will try and help you with any problems you may 
have whether it's programming, listings from the 
mag or any other topic, Give him a tryi 
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PEN PALS CONTACT 

ST PENPALS WANTED: To swap hints 
and tips etc. on a European basis, AH letters 
replied to. Contact David McKeevcr, 

Hillhead, Tarbolton, Mauchline, Ayrshire, 
Scotland, KA5 5 NT 



FOR SALE 



ATARI 850 INTERFACE: In mint 
condition p]us dust cover s communication 
soli ware and quick connect I/O board. 
Bargain at £65. Tel. G.Tinslev (0270) 
766462 

XL SYSTEM: 810 Disk Drive, 

1 0 10 Recorder, all with manuals, 2 
Joysticks* dust covers, 42 disks and 9 
ROM's, some books and many cassettes. All 
for £499 o n a Call Alan on 0344 56814 
after 6 p.m. 

XL SYSTEM? 800XL with Disk Dri*e and 
cassette plus £250 of software* books, 
magazines etc, £275 o.n.o. Tel. Hedncsford 



ST FOR SALE: Atari 520 ST wich one J 
Meg disk drive- and one 1 Meg drive. Hi£h 
res colour monitor s over £275 worth of 
software > blank disks and stand, £500 o.n.o 
Ring (0689) 36605 after 6 p.m. 

SYSTEM FOR SALE: Two SOOXL's (one 
still boxed), 1050 disk drive and laser, 1029 
Dos Matrix Printer, 1010 Recorder, 1020 
Printer/Plotter 3 Touch Tablet, Trakball, 
Joystick. All mint condition and with dust 
covers* paper, etc, 200+ disks, tapes, 
books, etc, £450 secures. Will nor split. 
Buyer collects N/W Lanes. Phone (0706) 
843065 

HOOKS; Atari Technical Users Motes, 
Computer Animation Primer, Inside Atari 
DOS, Mapping The Atari. Offers. Tel. 

Worksop 720727 

XL SYSTEM; 800 XL, 1050 Drive (still 
under warranty), XC12 cassette. Well over 
100 games. Jovsticks, mags and manuals. 
£299 Telephone 0920 87051 9 

PROM PROGRAMMER: Fits into 
joystick port, complete wich software, 
EPROMS and blank cartridge board £55. 
Also 48k Atari 400 with ful] keyboard and 
410 tape unit £55, Phone Gloucester (0452) 
33863 

XL SYSTEM: 800XL t 1050 enhanced disk 
drive, 1010 tape deck, touch tablet, joystick, 
selection of tapes and disks. £l 70 ono. May 
split. Tel, (0706) 3544577 

1029 PRINTER; Nearly new, p]us 
Atari writer £90. Also Atari 800 ptus Basic 
cartridge and manuals, excellent condition 
£45. Mapping the Atari (early edition) £5. 
De Re Atari £8 v.g.c. Write to F. Duggins, 
26 Hill Drive, Exniouth, Devon, EXS *QQ 



1D20 PLOTTER; Complete with leads, 
power supply, manual, pens, paper and 
program tape. Still in original boxf Excellent 
working order only £40, Phone 01-639 8657 
Andrew 

XE SYSTEM AND MORE; 130 XE with 
1050 Disk, 410 recorder, Turboprint/ A and 
Atari touch tablet, all in en-con. 
Assembler/Editor, Microsoft Basic, 
Superscript, Printshop and Mini Office II 
all with manuals. Lots of software s books, 
mags, etc.. Will split. Offers to A. Giles s 
0703 464600 

PERIPHERALS: Atari 1050 Drive -£90, 
XC12 recorder £20, includes, games and 
manuals. Miss. J. Pilling, 03224-33340 

XL SYSTEM; 800XL, 1050 Disk Drive, 
1010 recorder, Joy ball, S/ware, Books, 
Bargain at £160. Tel. Mike on 0452 33663 

GOOXL SYSTEM: Expanded to 64K, 1010 
Program recorder, 1029 Dot Matrix printer 
and 2 CX40 joysticks with software. 
Telephone Mr, A.B. Jones, Wigan 53780 

XE SYSTEM; 130XE, 1050 disk drive, 
1027 LQ printer. All boxed and as new. 
Loads of software, value £300 included 
free!! £330 o.n.o. Ring RAY on 02*3 
(Crawley) 24657 anytime. 

XL SET UP: BOOXL, 1050 Disk Drive, 3 
joysticks, computer desk, magazines and 
over 400 games in locfcable boxes. £220 
o.n.o. Tel. Runcorn 76404 

MAGAZINES: 45 issues of Antic, Analog, 
Computet, Atari User, Creative Computing 
and I/O, dating from 1982 to present. NO 
split. Phone Mark (0334) 75673 

130XE SYSTEM; Include* XE, 1050 Disk 
Drive* Touch Tablet, Joystick, Dust covers* 
2 boxes full of software, PAGE 6 library 
disks 1-40. Fantastic system that has to'be 
seen. £250. Phone Darren on (0621 ) 762626 
after 7 p.m. 

XL SYSTEM: Atari B0OXL, 1050 Disk 
Drive and XC12 Data recorder (still under 
guarantee). Software* manuals, dust covers* 
all in excellent condition, £200 o.n.o Tel 
01-459 7923 Evenings (Willesden) 

IS PLATE: 1050 IS Plate disk drive 
enhancement and Grabber Software. Only 7 
months old. £55 o.n.o. Phone Bradford 
(0274) 675739 After 6.30 p r m. 

XL SUPER SYSTEM; 800XL, 1050 
Drive with L\5. Doubler chips, 
SpartaDOS, DOS XL, 2.0/2.5. All with 
original packaging and documentation, plus 
Atari Basic/DOS manuals, memory map etc. 
Forty disks crammed with software* various 
Antic / Analog / PAGE ft / Atari User 
magazines. £275 the lot!. Phone Mike 
Doyle, Derby (0332) 610785 



WANTED 



URGENTLY REQUIRED? Page 6 issues 
1-18, also needed ANTIC August 1 964, 
Please phone Dean, 021 472 0073, after 6 
p.m. 

WANTED! Atari 130XE in good working 
condition pay £50. Contact J. Dimmer 
0960 22991 

TRIPLER BOARD WANTED: From 
ex-Computer Support or a Ramrod XL 
(from CDY Consulting (USA)), Also an 
internal 256K upgrade for 64K 800XL or a 
cheap external version. Cash or swap for 
Ornnimon XL chip. Harrogate 0423-879533 

WANTED: Atari magazines* books, etc, for 
new Atari owner. Please write to Mrs. M 
Hamlyn, 37 Scdgcley Grove, Ekon, 
Gosport. Hants. PC12 4NL 

MAGAZINES: I offer a minimum of £ 1 , 50 
each for Issues 1-1 of Monitor and Issues 
1,2,4,5,6,1 1 of PAGE 6, Phone Ron 0772 
791470 

DISK DRIVE. PRINTER: Wanted any 
B-bit drive or printer. Swap for WASP 
synthesizer:- twin VCO s; VCF; VCA; 
White Noises Only 2 octave keyboard but 
capable of any note by means of band 
shifting, 4 waveforms ; frequency controls; 
FULL ADSR control. Valued about £100. 
Write to: 5. O'Hanrahan, 6 Northdown 
Hill, Sr. Peters, Broadstairs, Kent. CT10 
3JH 

XE COMPUTER; 1 30XE computer 
wanted and /or original games and utility 
software, also instructions for 850 interface. 
TcL John on 091 2260835 (evenings) 

PRINTER! 1029 printer with paper 
wanted., must be in good condition, will pay 
up to £50, Other primers considered. Tel 

(0203)311727 

ST BITS; Wanted ST add-ons, disk drive, 
Hard Disk, Monitor, printer, etc. Please 
phone John on York 4 1 3 373 



CLUBS 



WANTED: Mapping the Atari s fairly cheap 
and quickly j preferably revised editio'n. A, 
Thompson, 135 Henlly's Way, St. Dials, 
Cwmbran, Gwent NP44 7NF 



P*A.CK.: Potteries A L] Computer Klub> 
For further details contact G. Tinsley on 
0270 766462 

ATARI HOME COMPUTER CLUB: 

Join today. For details and a free newsletter 
contact Richard at 49 Ambleside Road, 
Beck worth, Nuneaton, Warwick s CV12 
6RR. Overseas Applications welcome, 

SPENNYMOOR COMPUTER CLUBs 

For anybody interested in computers, we 
meet every Monday night at Spcnnymoor 
Leisure Centre in the Alpine Room at 6.30 
p.m. All ages welcome. Further info? Phone 
Teresa on 813150 



YOU can use CONTACT. It j s free of 
charge and open to any notice 
connected with Atari with Che 
exception of the sale or exchange of 
commercial software. The Editor 
reserves the right to reject unsuitable 
notices. Please study the format of the 
present notices and draft yours , 
accordingly + Put your notice on a |i !ain 
sheet of paper headed CONTACT and 
send to CONTACT, PAGE ^ P.O. BOX 
54, STAFFORD, ST 16 1DR 
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The 




In Issue 26 Philip Robinson 
presen ted Solid Modelling which 
allowed you to create complex 
ffi objects with shading to give a 

three dimensional effect. Now he 
A goes further with a super program 
| that not only allows you to create 
true 3-D objects but also allows 
you to animate them at high 



Have you ever wanted to sit in front of your computer > 
sketch a simple outline of an object with a joystick and then 
watch as your computer turns the outline into a full 3-D image 
complete with hidden surfaces? The 3-D Animator will do this 
for you but it will a] so allow you to view the 3-D image at any 
orientation and scale with a variety of surface textures and it 
will automatically calculate and record different views of the 
image and play them back at high speed to produce full 3-D 
animation! 

Sounds interesting? Type in the listings, following the 
instructions given carefully, and you will then be ready to 
follow the Tutorial which will teach you how to u$e The 3-D 
Animator fully. After that, use your imagination to create and 
animate some beautiful objects of your own. 

The 3-D Animator wilt only run oil 48k disk based 
systems and uses virtually all of the available memory. In 
order to leave as much memory as possible available for 
images s the individual modules are only loaded when required 
and there is minimal error trapping, so rake care, especially 
when entering filenames. Note that even small changes to the 
listings may cause the program to crash. 



speed. 







TUTORIAL 



The easiest way to learn how to use The 3^D Animator is 
to follow a tutorial, so boot up your 3-13 Animator disk and 
follow each of these steps which will start with drawing a 
simple image and end up with a fully animated Image File, 
Before beginning, take note that your 3-D Animator disk musi 
be left in the drive at all times and must not be 
wri re-protected. Note also that error trapping in the program 
is minimal and it is particularly important to include the drive 
specifier (D:) in all filenames. 



1< GENERATING AN IMAGE 




Let's begin by creating a simple image- Select Option 
Generate an Image from the main menu and the Graphic 
Editor screen will appear. A joystick plugged into port 1 will 
control a small single pixel cursor which can be positioned 
anywhere on the right hand side of the screen. The space bar 
will toggle between a East or slow cursor. Try it. 

Our first shape will be a square headed nail as shown in 
Figure 1. This shows the Graphic Editor screen with an 
outline drawn on it and a view of the 3-D image that will be 
generated from the outline show r n. Position the cursor at point 
A and press the fire buEton (a short sharp press to avoid 
selecting the point twice). Move the cursor to point B, press 




on the keyboard and you will be prompted for the 'Number of 

sections'* required. 

This represents the number of 'steps 1 taken in rotating the 
outline around the central axis when forming the 3-D image. 
In this case a square headed nail is required &o enter 4 in 
response to the prompt and press Return, A prompt for the 
filename will now appear. Enter the drive and a filename in the 
normal way but do not specify any extender. Note you must 
include the drive specifier. For our tutorial use the filename 
D:NAIL. 

Four files will now be created, Using the example given 
these will be NAIL, NAIL.XYZ, NAIL.FAC and 
NAIL.CTL. You will see messages as each section is 
processed and information is stored into two of the files 
(NAIL.XYZ and NAIL.FAC). When all die sections have 
been processed a message wilt appear showing the number of 
coordinates required to represent the 3-D image. The number 
of coordinates is calculated ax follows: 



//A 




X 



the fire button to select the point, and then move to points C 
and D pressing the hre button each time. Now press any key 
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[Number of points) x (numbers of sections - 1 ) 

The 3-D Animator can only display images with up to 98 
coordinates due to memory limitations so you must not exceed 
this limit or the display function will crash! With our square 
headed nail, the number of coordinates message should be 20 - 
(4 points.) x (4 + 1 sections) = 20. 

Following this message will be a prompt asking if more 
outlines are to be added to the image. Enter Y and then add 
points E s F, G from Figure 1 in that order. Next press any key 
on the keyboard and the prompt for 'Number of sections* will 
appear again. This time we require a more rounded shape for 
the shaft of the nail so enter 6. 

Each section will now be processed and messages will be 
displayed as further information is stored into the two files 




NAIL.XYZ and NAIL.FAC The number of coordinates 
message which appears after processing is complete should 
now be 41: 

A3jC 3 D (4 points) x (4+ 1 sections) = 20 
E 3 F,G (3 points) x (6 + 1 sections) = 21 
Total = 41 

Now enter N to the prompt as king if more outlines are to 
be added to the image and a message "Completing image file 1 
will appear. Information will be stored in the NAIL.CTL file 
and you will be returned to the main menu, 

At this stage details of the 3-D image are stored in the 
three files NAIL.XYZ, NAIL.FAC arid NAIL.CTL, These 
three files are collectively called the Image File. The fourth 
file (NAIL) is empty., ready to be used for storage of views of 
the 3-D image. 

TWO SIMPLE RULES: When drawing outlines you must 
conform to two simple rules: 

1. Outlines must be drawn in a clockwise direction. In the 
KAl I example you did that by drawing the points in the 
order A s B,CjD for the first outline and E^FjG for the 
second outline, 

2. Outlines must be 'closed*. They can be closed either by 
the central axis being part of the outline or 3 if drawn away 
from the central axis* by closing the outline itself (i.e. a 
square, triangle etc,) The outlines for the NAIL are closed 
by the central axis along the lines AD and DG. 

2. DIS P LAYING /FILING VIEWS OF AN 
IMAGE 

Now you have drawn an image in outline which has 
automatically been saved to disk, it is time to have a look at 
what the 3-D image looks like. Select Option 2 - Display /File 
Views of an Image from the main menu. A prompt will appear 
asking for the name of an Image File, This can be any image 
that you have created and which is on your 3-D Animator 
disk. Remember to enter the drive specifier followed by the 
filename of your image but dtf not specify an extender.. In this 
tutorial example you enter D:NAIL. The image will be read 
from the NAIL.XYZ, NAIL.FAC and NAIL.CTL files into 
memory and the screen will blank. 

The following control keys are now active, 

D- Display /File views of an image 

V - Viewing specifications for an image 

I -Initialise (to null; settings for rotation^ scaling and 

transformation of image 

R - Specify rotation of image 

S - Specify scaling of image 

T - Specify transformation of image 

E - End (Return to main menu) 

The first thing to do is see what our image looks like so 
press the D key and you will see a prompt for the 'number of 
displays 1 required. For the time being we only warn to see the 
image on screen so enter 1 and you will then be asked if you 
want 'filing*. Enter N and press Return. If you enter Y the 
resulting image will be saved to disk and will overwrite any 
existing image. 



The 3-D Animator will now start generating the display. 
There are many calculations involved so the screen is turned 
off allowing more CPU power to be devoted to the 
calculations. So that you will know that the computer is still 
working, it will s beep s once after each of the three major sets of 
calculations it performs and after the third 'beep' the display 
will be turned on and the image will be drawn. A fourth 'beep 1 
will indicate when the image is complete. 

Selecting a Different View 

You should now have a front view of your nail but this 
doesn't show the 3-D nature of the image very well so we will 
rotate it into a better viewing position. Press the I key which 
will initialise all the rotation scale and transformation settings 
to null. A message will be briefly displayed indicating that the 
settings are initialised. Press the R key and you will be 
prompted to enter the rotation (in degrees) that you require 
for each axis. Positive values will rotate the image in the 
directions shown in Figure 2, negative values in the reverse 
directions. Enter 45,0,45 to rotate the image around both the 
X and Z axes and wait for the prompt to disappear. 

Each time you change the image you must redraw by 
pressing the D key. You will know when the image is ready 
because any on screen prompt will disappear, so wait and then 
press D. Request 1 display and no filing and after the 
calculations (blank screen, three c beeps') s the image will be 
drawn. If you watch the image you will notice how it is built 
by drawing the most distant parts first with the nearer parts 




Figure 2 



Page 6 - Issue 30 h 1 



Algorithm' and provides the correct display of the image with 
regard to 'hidden surfaces'. You now have the image of the 
nail viewed from a different angle. 

Sealing and Moving the Image 

Supposing you want to enlarge or reduce the image? No 
problem, jusi press the S key and you will be prompted to 
enter the scaling factor that you require for each axis. You may 
scale each of the three axes independently allowing you to 
make, for instance a 'fatter 1 or 'longer' image. Enter 0.6 ? 0,6 s O-<> 
to reduce the size of each axis to 6 tenths of its original size and 
wait for the prompt to disappear. Press the D key ? request 1 
display and no filing and the reduced image will be drawn. 
You will see that the image has reduced in size bui it has also 
rotated. Why? 

An important point to remember regarding rotations 
scaling and transformation is that each change is 'added 1 to 
any previous change unless the settings are initialised first... If 
only scaling had been required 5 the I key should have been 
pressed prior to setting the scaling factors. 

Nowj let's put the image back to its original size. Press the 
I key followed by the S key and enter 1.67J.67J.67 to scale 
the image up to its original size. Press the D key s request 1 
display and no filing and as the image is drawn you will notice 
that it doesn't rotate this time. 

So far we have changed the viewing angle of the image 
and reduced and enlarged it, but suppose we want it move to 
another part of the screen? This is where 'transformation' 
comes in. The T key works in a similar way to the examples 
given so far but moves the image along its axes with the values 
entered representing the distance moved in pixels. Positive 
values cause movement in the directions shown in Figure 2 
and negative values will move in the reverse direction. 
A WARNING! No 'clipping' of the image is performed and 
the program may crash if the image overflows the screen 
boundaries of Graphics 8 i.e, 320{X) by 192(Y)> This option 
has been omitted in the interests of speed and to allow 
maximum use of memory for images. If you do crash 3 you may 
start again by entering RUN "D: MENU, 3D". When the main 
menu appears you must start right at the beginning with 
Option 1 - Generate an Image 5 however if you hadn't filed any 
views of images before the crash you can start at Option 2 - 
Display/File Views of an Image. With a little care you can 
easily avoid this problem anyway. 

Adding Texture 

Having got this far you should be able to draw any image 
and manipulate it on sereen as you wish,, so let's take a look at 
one final option before finding out how we can animate the 
object we have created. 

The images displayed so far have been white with black 
edges (the initial default) but many more options are available r 
Press the V key and you will be prompted for a shade value. 
This value determines the density of pixels that are set on the 
surfaces of an image. The vaJue can range from 0 for all pixels 
on (white) to 64 for no pixels (black). Enter a shade value of 60 
(almost black) and you will be prompted for the texture of the 
surfaces, A response of Y will give a regular effect known as a 
Half-Tone and a response of N will give Random effect. Enter 
Y for Half-Tone , You will now be prompted for white or black 
edges. Enter Y for white edges. The image will now be drawn 
again (no rotation^ scaling or transformation is performed) 
using the new specifications. 



Try some of your own settings to see the effects. For a 
'wire -frame* image enter 64 for Shade, Y for Half-Tone and Y 
for White Edges, To return to the default settings enter 0 for 
Shade., Y for Half-Tone and N for White Edges, 

3, MAKE IT MOVE! 

You should now be able to display an image at any 
orientation^ scale and texture so now comes the big moment! 
Let*s produce a moving image. 

Firstly you should position the image using the features 
you have learned so far* so that it looks roughly as in Figure 1 . 
You should have white surfaces and black edges. If you can't 
manage to get back to that viewj don't worry > it is not that 
important so long as you have a good view of the image 
otherwise the animation could be disappointing. 

Animation consists of rotating the image through a 
number of steps. Press the I key to initialise all rotation, 
scaling and transformation and then press the R key. Enter 
0,90,0 to rotate the image around the Y axis and then press the 
D key and request 5 displays with filing. 

The next process will be automatic and in this example 
will take around five minutes. Five displays will be generated 
and filed on disk (in the NAIL file) and after filing each 
display, a message will briefly appear showing the total 
amount of data written to disk so far and the number of 
displays still remaining to be generated and fiied. Keep an eye 
on the amount of data written for each image as it will show 
you how many displays you can have in the Image File if you 
should want to change it later. 

When all displays have been filed the image will remain 
on screen but the *Filing - Please wait* message will disappear. 
The process is virtually complete so press the E key and after a 
little more file activity you will be returned to the main menu. 
You can now use Option 3 to view your animated sequence. 
Simply enter D:NAIL w r hen prompted for a filename. 

That^s just about it, except for one final option when you 
are viewing an animated sequence. Pressing any key apart 
from F will abort the image and return you to the menu but 
the F key allows you to select the speed of the animation, The 
speed i& initially set to the maximum of 256 (approximately 1 
tenth of a second) which is the slowest animation. Try a delay 
of 100, or less, for some really fast moving shapes! 

TWO SIMPLE RULES FOR ANIMATION; When 
producing animated sequences you must conform io these two 
simple rules. 

1 . The first and last display in the animated sequence must 
be the same. In the NAIL example you did that by rotating 
the image through 90 degrees five times - think about it! 

2, The animated sequence file must not contain more than 
22^000 characters of data due to memory limitations^ which 
is why it is important to note the amount of data w r ritten for 
each image. When producing an animation, it is wise to 
generate and file a few displays to start with so that you can 
judge the likely size of the final file by watching the data 
written messages. Obviously simple shapes can be animated 
through more stages than more complex ones. 

■ 

There you have it! You should be able to create some 
superb objects and animate them as you wish* Use your 
imagination to combine as many of the features as you can and 
have fun! I hope that you have as much enjoyment using The 
3-D Animator as I did in developing it! 
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3-DA 




EI 1 HE M W* N W > C M W K H H P .HH M--H HHJIHM H- H M if h M N P . M H H 

*U J WF*i W ,C D **Ol Tt ANIHAHUPI « 

DT 3 REM * ir^TIHG 1 W 

EB 4 HEM M « * 

TV b HtM H patF ^ HflbAEINE ENGLAND k 

LN O HFM KM M H NJ M P L B II P P E II H M H H KM M MX M M A H P it i -H H M H 

a HEM JTiTVWJrM:I.1lhpt^l 

■M II HI ■ I I I II 

tl_ IB I P6p 20:7 CNN'S £I?S)? POKE ?1B , B t 7 c? 

ID LID 4 NX HAT Id- II flSSFHBi V LOAOER" 
EG PATA 0 P l J Z H 3 r d J ^.6 P 7 H 8 P ^ J B,O r O j ao r 

o n>i;, iz^h, ih 

OK 20 PIM BflT* 1713 ,HFX(Z2>-|-UR K = 0 TO 2?" 

HEAD NiHEXCH]-tt:HEKT X ; LI HE - -9 'IB : RES TOR 

E lBOfl : TRAP ?0:-? " CHECKING DATA" 

QP 2* TPT*L -ft ; LIHE = L1pIL i lO : -7 "LINE J "J LIU* 

iREflP DftliHF LEHCPATSl 0?fl THFH 160 
Of 2S PflTI TH-PFEK tia 41 iprrK f lfl4J*?5G ; IT O 

ATLlH O L TMF TH-EW DU 
LU JO FOR M = i TO B ■? STEP ?:pl = ASCCPAT*CX J 

HI J-4B iOZ-dSRfpATS EH+1,1(+1)) -ip; BVTE=H 

eh rpn wit* new cd ii 
JR 4-0 IT PAS*=2 THEN PUT HI ,RVTE! RE"H I Hlg 

EAP CHK 5UH j GOTO £5 
NC 3-0 TOTAL TOTAL *BVTE-HEHT Hi HEAD CIIK^UH 

:ir TOTAL -CMK-aLIM TMF M ?H 
DM 00 C DTD lap 

Mr 70 £F PEEK CI T H 5 O ft THEN 1DU 
BE 73 IF A*S-B THEN 12B 
DT 77 ? "ALL ODHE'lEHD 

&M SB IF A*S=Z AND- LINE = 11 BO THE* 12 0 
FM OS IP A1I=3 AND LLIiE=2ZBB THEN 120 
VH 86 IF L?PtE=lLO0 THEM LIHE=19 »»i RESTORE 

ZOflpiUPTQ Zi 
ZM 8? IF LlHE-ZZOO THEN L IN E —2 1 ?Q : RE ? TpR E 

3 BO B : GOTO 23 
AC SO f "L I HE " ; LI HE ; 11 HISSING ! " e CLOSE HI 
:CND 

LB 120 CLOSE SI 

fit I JO IF AS5=# THEN OFEH HI ,0,8, "p ; 00 Jl ■ 
3D"3PASS=2 : ASS=J? LI«E=S?0: HE3TBRF Iflftfl 
iTRAP 7P:GPT0 lea 
0Y 140 IP ASS=£ THEN OPEN ttl d 0 , B, "p ■ g&J2 . 
3B" ; ASS = J iLIHC=lf9fl 3 RESTORE ZPOfll TUftP 
70 S GOTO 1GB 
EH ISp IF ASS = 3 I HEN OPEN fil . 0 F 0, aH D : 00 J3 . 
3fr ii :PA.S4?2sLIHE=2SS0:at3TGRr XBp p ; TRAP 
TOiCO-TC) 160 

PC 160 7 :? "HHTTIHG FILE"; GOTO Z5 
HH iPfl T "PAD DATA: LINE ■' jLIHF:? TOTAL : L 
1ST LINE 

£R lOOD DATfl FFFF2El&PaiErrs , SB8OBA5CC10a? 
3 ftO TBGE EC C PS CCO SCO AS BOA Z B04 BCD *pp 3 1 86 5 
c c ft a ftft ce CflRwr j □ sc r go a ?n b . so 58 

00 lfllO DATA PPFClCSOFPlDAZlBZEBplp£E#ilB 
2E FC 1 C2 EF6 Id 3 DA L>FC J, HE &FE 1 CA H ADF &1CE PFF 
1CVBP 6PCFClC8frFDJ.CC ADA DP, 5616 

VK a, 0 26 DATA 2 EH BID 2FB 1 IP PEF C 1C 2 EFO 1 CHfl'BF 
J OA L>FF. Jl C E PF C1C ABF F ±C E D r D i C Bpp H EEO PIP PO 
63 E EO 1 IB bBA 2 BB A-Sfl BB p B£ 1 p H 4 602 

GH 1B3A BATA 00031P8aPBBSBlBEa31P2E031PEE 
ft? 1 I^ftfly ItLOJIDBfi*: f: 7ftTD f F, D f* £ b D i 0 tj-L L" 7 G C D 
2G &B Z GB I 38 ASP PEP 02 1 DAB AS r 4 ftS I 

El J.BAP PAT A D1CDB31B1B1 7 BSP 1 8 4 DOE t OZ 1 E>DO 
B3EFa21PCA00C3 4CB6lE7BADP21PES016fr02iP 
DD B3C E 0 3 1 P U AP BD1BE03I D ft F , i 71 2 

A I lOSB DATA 0 2 IP 60A &ZE 1 D-fl BTO 1 R4P IF 1 P2E S L 
1 P6 A6E 3 J. 1 PO D IF I DA D30 1 POO IF 1 Dfc B AD B BID BB 
IS BAD P6 1 P8 656 APfl 7± D B-SB 4 Gp . 3317 

IS 1P6P PATA 2fl?61EAS'814C431t2D2eiEATpt8D 
O 4 IP A26 PA 9DB 7D4 2 O 3 A ^O fl ^D 4 80 3 SP 4 ^O 3 ADO 4 
1 D 2 ft 56 1 4 D B AD B S 1 &7 E »P78D88 P 3241 

BT 1B70 PATA LP A DO 7 1 D Z TO 7 BAQ APA OPO BlB A ADO 
S81ECP0PlDlBa34CXElE4C3 6lE2flBCl F4A4ACt> 
Oai D I 0034C3ElE4G3bJ.EABflA J Z4S4 

EC 1000 PATA lDFBB34C5ClE4C7CLtaDOa3S3fr0£ 
PA 3 73 F 10 1 B Z BZD 121 A27 IF3 1 3S A4BC 33 3 BOB PE 



TYPING IT IN 

The program is split into seven Hating* and all of three must be on the same 
disk* Any image file* created must also be <m this disk so it is recommended that 
you start with a newly formatted disk before typing in the listings. Now follow 
these instruct! ons carefully. 

1. Type in each of the listings separately, checking them with TYPO 3 as you go, 
and SAVE each to disk. Note that you should type NEW after each listing ham 
been SAVBd. The listings MUST be saved with the fallowing filenames. 



1 


should 


be 


D:LOADER + 3D 


2 


should 


be 


B:ANiMATE.3D 


! 


should 


be 


D:ASM.3D 


4 


should 


be 


D;ftlENU.3D 


5 


should 


be 


DjGEN + 3D 


€ 


should 


be 


DiDSPJD 


7 


should 


be 


D:PRJ3D 



If you don't use the above filenames the program will not work + 

2- With the disk eontaining the above files in drive 1, type RUN 
"DsLOADER.SD". This will create three additional files on the di&k, OBJ1.3D, 
OBJ2.3D and OBJ3.3D. 

3, The file LOADER.3D is no longer required and can, optionally, be deleted 
from your disk (make sure you have a copy on another disk, just in easel) 

4. Note that the main disk MUST be used for storing all Image Files created with 
the program so it is recommended at this stage that you make a working copy 
using the DOS duplicate disk function. Write protect your original and file it 
away and use the working copy which should not be write protected. 

RUNNING THE PROGRAM 

1. Boot up the computer using DOS 2 or 2.5, insert your 3-D Animator disk and 
type RUN "D: ANIMATE. 3D". The program will load the various routines and 
present you with the main menu. 

2, If you have any problems you must switch off before running ANIMATED D 
again + 
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IMATOR... 3-D ANIMATOR... 3-D ANIMATOR... 3D ANIMATOR... 3-D ANIMATOR... 3IANI 



21 2*1 41CZ 3 ZnifilFfl 3DK 3BJE , tH4M 
CD 10 90 DATA 34 JU 1 J I D?b 7E111*242C323A 

o 7 o r to 3 bg bop 222A171F2oz m -b i do dob boo b oq 

00 do hod odb oo bog baa o OA 60 a P 8 7 6 
YT HOB RFH » 450 BYTE'S 

VC 20UO MIA F rFFD?IF3C22A0#2696DlD4BB?lO 
lD?3BDlPCa??1810 8816EFbGADOZD1101D4aB!} 
131D?*l01Pbtt7?13]DBBlAFF F 4117 

Pf 2010 PATA e,Ofl?n?.fKflPlHlVLD«DlDfltlllDtl> 
&tlPPDOIIQD^1 ECAF8153B0D1 3LO tPlBID AD14 
1DLD11 J D BG DC 2 8E D 1 1 4 CU J 1 1 r 4 IB? 

UY 2DZ8 DATA 6 06 OA 9 62 B D L 4 1 P Z BB 111? DC J J 8 ft D 
DD I D B DO 5 10 ADA t lD BB B fi i D AD B F t D 8D CI 7 1 DAD I A 

1 DD B 7 D 3\8 AD 1*1 DEO 1 E 1 PDA 74 ,341B 

OK 2830 DATA AD IF 1 DftftZftlDtf D2tilD4t2 B1P JDAP 
1 * 1 PE PZ DID BD 7 fl I D AD 1 A 1 DE 9 004 DZ?lPtt2BIP 
AO 2A 1 DG DO b 2 O 3 fi 1 r 4 □ R-9 1 F2 6 h 3 43 3 

DC 3040 DATA 3E 1 EA DZ 3 1 DD DOS F Ffl 7 1 1 D D DD 1 CF B 7 
102C2*ID 4B1 At LUb 1 0 DOB 3 EE Bfi I DIB AD7B1DED 
3FJD6D2eiDAD2*lbt ?BUUDI? h lC7& 

JR 20 50 DATA 1D1BAD2B1 P B PI 3 I Dfl D ? fi 1 DA E>2* 1 D 
BD 1 A 1 PAD 7 <t I DC E 20 IDG OA E 60AP1 31PBP2B1PBP 
2810 ADlAlDBPZ?±DBBZC I D4E P 74 J X 

□ S Jflfifl DATA 2 *,1 D 6t Z 6 1 D 3 B AD 1E1DEDZB1D BP 7 H 
1 DA *0 GEO 2 * 1 PB D 2 S 1 PA D2A 1 DD BOG 3d 3 6 IE 4C0 6 
2 B2B3E IE E EO 510 DOB 3L t Ut> 1 P j 3 388 

BY 2070 PAT A ZCZTLD3BZBAP2 31DP8 85EE6 71DD8 

0 3CE071D3 8AG28lP£P131DBP2BlBAP21 IDFPt A 
l&B PZ 1 ID 1 BA DZ8 IPG-DIE 1 D B D.r 34*1 

DC 2BS4 DATA 2 B ID fi P Z T1D fi S8 BDB Z91 P38 AD ? B ID 
e *0 1HD ZD t PB B B 3 C EZ CIO 2 C 2 CIO 10 ACG 638 A Dlb 

1 D L D 1 / 1 D D BBC AD IBID 48 AD 1 7 . 3 4 74 

MI ZD3B DATA 1D80161D6B8D171D A6161D OOB TIP 

2 08E IE AD 1 bX PCD 171 PE B8G E F t B 1 P 4 C7 028 58 AD 

7 2 i PS 5 CC AD2 1 10 65 C D2 63E 16 M 3D 5 3 

Hh ZlOB DATA 8 DDI I DA5CE8DPB1D A*tt8a6-rriCAD 

1 Dl D80 FE LC2 63 3 IDA PZ BID DOB ¥48 AD 1 61P G DO 6 
1 D* B 0 7 38 A DIB 1 DE PDD1 DB03A . 3 7** 

ZY 2116 DATA a P i B i P E DO P 10 B D 1 ) ID AD 1 1 lP LDDL 
1 DSP1A 1D38A D13 IPC PI B IDS Dl H 1 B 3 BAD 1 3 1 DEP 
•Dl DO D 1C 1 PA ?08 BD 7 3 l P BP 2 A , 3 44 & 

JJ 212? PATA lDBD251D38ADl2lDtPeriDBBG?EE 

2 31 DAD Ul" 1 PL D 1 Z1DBP1F1D3BA DIVIDE D12 1 DO B 

8 *EE 24 IDA Dl Z ID C PI BID BB i F * 3711 

HE 2136 D OTA) l&38AD151OEP0FlO6OB*EtZ^lPAD 
0F1DED151DBD2B1PDBB82 A8 I 1 F A D2 P 1 P D 00 3 4C 
2Z2Z2aCi?flAOBDlD8D651DAD j 5478 

DC 2.14 O PATA BEID8D061D38AD051DE6DP1P8D22 
1 D AP 1 * 1 DFB b -S b D LDlDfiPJt 1DQP71 ID AD 2 3 10 8P 
ZfilPADOF 1DBD1.B1Q2BB62 68D , 334 D 

XU 2158 PATA 161 PA D It 1 PT B3 3 BP JD1 D A D 7 A1 b fi A 
2 1 lDAD251DBD2blDZBDB2BBB17 1 D 7 O R ^ 7 A AD A fi 
ID C6 1,1 1 PP8 BOADSSlDnpi PIP .3333 

PD 7 16 8 PATA F- O8bt,bOMDDBB3FE0SLP4C4€213 6 
A bos 1PED0D 1DBPZZXDAD IC1PFB5 38D1D1DA620 
lP6P211DA0251DSD261DAD8f r 3766 

6Y 2178 DATA ID B Dl 616 26 B 628 6D 1 71 D 3o A DO b 1 P 
LPlOJDGD2ZlPADiBiDFO3*801DlDA01FlD8D2l 
ID AD2 41D80 261DADXZ1DBD ID, 3337 

J J ZlflO PATA 1PZB88 78 BD151P2 85*28 ftPSaiDCD 
14 ID D 80 BAP 05 1 DC D 1 3 IDF 606 E EQ 516 DBG 3 EE Bfi 
1B4CHB71 AD271 DF81520371F F 362 4 

WH 21*0 DATA 20ED1E20 3 ?ir Z8D?1C28CD1E28D? 
1 E 2 0 $ ? 1 1" bB "-J U8 y OB UB B OB B DO B BO B DO B B8 B BOB B 
0060B6BBOBBOBDOBODBO8BD8 r 14B8 

VP 778B PE« * *80 8 YTE5 

ZH JOBO PA I A rErr 3D2ZZ4?IftaBB8BCP£S35CCSB 
65C F 6 H 8 b CtbOfhBAA A8BDD1CC 7 ICE B8D BF 3 E DC D 
E6CFCAP6F2 686 66B6&tPbD8^ , btflb 

HI 3 DID PATA □ Cfi SB R C. F fi B« 5 C. FA BOA B 1 C C D 1 CED 0 
0AC80 0F7E6CDE6CF18 4ue BD4i:tAbCClDD3CEB3 
C C* 00 2 E6 CDA 5C C 65 D 4 A 5C6 65,7373 

LF 30 ZD PATA PB8BB8BB8BD1.B88 5D8A5P185CDAB 
0 88 B C€ A ? F F A aO 1 D 1 U ^P B 2 4 B DP 1 C C D OB Z r BE ?A Z 
DD A OB B O D PDF PC A P8 F 8A BCC 1 8 , 71 7 6 

Hb 3D3B DATA 8 ?D 7 B5C C*B 82E 6CP A*F F CO F CA 2F0 
D56 8AB60BlCC85CEt8DlCCB^c:F A^CClBbfB28S 
CC98B7FBC&ABBAB1CCABB1CC , 6766 

BJ 3040 b a I fi ^ictooDur 7am:i: id /iccobcciooz 

EbCDA3CClBGT01B5CC?0?FFBCD I B^B^IBftABSP 
B50 36B8DB403Adiri'BP4BD3BP J BD3Z 



Kb- 38 jB DATA ^1B^A¥D7BPS?(IIA7 1 8705BE46800 

a oq oo a oo a eo a oo a ooa a oo a oo a ooe oo a ooo boo b 

B B8 POO OOA 000 000 608 a 008 60 , 1 114 
ZM 3066 HEM * Z/O BT1 tb- 



IHM H.MM If HI 

THE 3-0 AM I HAT Oil 

fay Philip Aobinson 

i i '.■ r inl j 



EI 1 ft EM 

j" HTM W 

ftN 3 IE EH M 

EC 4 HFM ¥. 

RJ 5 RE M W L11T1MG Z W 

EP 6 #EM * M 

JA 7 REM * Pfi&E 6, HAi*fiZIHE E UHI AND W 

EP 6 ft EH *h h h h m it h h X H H KJC H UK H M aw h h w m h w h-w-**. 

lp .8 pg MS 12=24 : Dim ^uhh-5 cp&h^izi 

IN 20 FOR 1=1 TO PCM5IZ 

UH 38 READ BYTE 

JZ 46 5UfiR5cr9 -CHft£(BYTE) 

IT 58 HE WT I 

YC bU PRCTECT-1B88 

CH 70 I1I±XHT CPH8TECT/256J : LOW=PRCTECT - 25 B 
KHI 

RL 80 i U BH S i fi j, B3 = C HR ( F/L OH) 
fi *D SUB=R$(14pl4)=CttR3tFtXJ 

RL 95 ? "KftLIH ,, ;CHRS C343 r'-P: AbM.3D";CMR$i3 

4? ; 'tB"; : POKE 7B4, 12 
G6 IBP Z=U5R(ADRCSU6H*1) 

Mil 118 DATA 24 r 173.231 ,2,185,6. l4l P Zil, 1 , 
173, Z32 r 2 J lB5,p J 14 1,232, 2, 18*, 8,133,8, 
76,8. 166 



EI 


1 


REM ■ 


SH 


2 


RL M 


PN 


3 


REH ■ 


EG 


4 


REM 


SI 


5 


Ht.P\ 


E6 


6 


REM 


JA 


7 


REH 


EP 


B 


REH 


PR 


ia 


DIM 



EI 1 REH UK H HIC.HM.hH WHH WHIW IHW hw miwhmv MX 

THE 3-D AH THAT OR * 
b^ Pibiltp Hob i n^cvn « 
„ 

L3^TTH& 3 * 
if 

PACE C MAn;ft7THF - EWCLAMP * 



i 8 : SETCDLBR L.Oj lb 
ur 28 PRINT "LOADIHG A5SEHBLER CODE" 
LH 38 PftlHT "PLLfi^L WAIT" 
HH 48 FHi"— "D ! OB Jl . 3D 1 "! bUbUD b B D8 
HZ 50 t Hi- —" P ; G B J 2 . Tip 1 1 i G BSU B 58 80 
00 66 FNS="P; □ B J 3 . 3D" : CQSUB 5 ADD 
HK 188 HUH lp PiMEHU!.3D" 
HF 50e0 HLM LUAP DBJ FILES 
HI b D 1 B TRAP 5B?D 

Ll bOZO □ PE H HI j 4 , 8, FH$ : GET ttl P U:6ET Jtl P V 
CB 5B3B CET 111 . V ! GET H1,H: ADb-TART =258«H*V 
YE 3B4D CFT Hi r y : GET Bl r H ! A D EH & - Z b fi* H l-U 
41 A bUb-B A DC UR- AD ST ART 

0 2 586 8 GET UljU'iPDKE AD C UR P IF ! ADC L R= H DC U R 
+ 1 

ZC 5678 IF ADCUH APEMP THFN 5B68 

BU 5BB8 CDT8 5838 

Lb b D 3 D CLObE Itl ! HFTIdRH 



FI 1 REH wftteHHitH; 



ll! M H M TTK H XK HH H 



SH 2 REM * 

RH 3 REM k 

EO 4 ft EM H 

1 II S RF M * 

tP B RFH W 



THE 3-D AH I MA I OR 

by Philip ftAbjrr^cn 



LISTIHG 4 



* 
* 



TT 18 GRAFKTCS 0 ! bt TCQl OH 7,0, A ! btlCQLOR 

1 . A . lb 
AK 28 PDblTTON 13 j 1 
Lb 38 PRTHT 



tK 4B PASITIOH 18.3 
HP 5B PftlHT "03" 
CM bH PBS ITT OH 12 p & 

AS BO POSITION 2,* 

AH 96 PHIHT "1, GENERA? t AH I MAG E M i PHXHT 
BV IDA PR I HI "Z . D X b PL A V /"F TLE MIEMS OF AN 

IMAGE 11 : PR I HT 
MD 128 PHIHT "3, PROJECT ANIMATED SLUULHC 
E H 1 1 PftlHT 

HJ 158 PRINT "4, EMIT" j. PRIHT :PR1HT 
RU UB PRINT "ENTER ifcLEC TIDH" j rlHPOT N 
UL 158 IF H<L BR H>4 THEN 388 
HH 15 5 PR1NI r PRI NT ^ ITiTI X^rMJITTTrl Mil 



PLLAbE WATT 



BH 


168 


IF H=l 


r ME H 


RUH "b ! GEH . 


3D" 


Dfl 


1 7B 


IF H = 2 


THEH 


RUN "D.DbP. 


3D" 


TF 


166 


tr H=3 


TMFH 


RUH M D:PftJ. 


3P" 


HO 


iff 


XF H A 


THEH 


GRAPHlCb O: 


EHD 


F J 


3 66 
E 


SOU HP 1 


j5B.fi 


K 6?F8« 1=1 


ID 138.HEXT 


HF 


318 


S6UHP 1 


j D p O , 


P I GOTO IB 





JA 7 REM * PAGE b HA GAZ I HE - EHGL AND * 

EP 6 REH W-W-PVWH ■ if M M M T t H H KH H H K H HM H H. X H MM U t r Tf H 



EI 1 REM H * " h k hhmhh m- hh u hh ^H H a mm mkw 

bH 2 PFM W THE 3 P AH IMATOR H 

ft N 3 REM # hy Philip Robinson H 

EG 4 REM * — M 

UG 5 REH * LISTING 5 * 

ED B RFH * * 

JA 7 REH » PACE B MAGAZINE - ENGLAND W 

EP B REH «W H M H H M H HM H PH ■ ■ M H M M H H KM H.M H H.M H H H 

Bl 18 DIM NC2861 , YEZBB) ,ZC?88) . HDC16B) , YD 

CY 28 DIM rC4» 

GB 38 DIM THlSczai .FN?S<2BS , J-H3&1ZBJ jTK^ C 
2 89 

DO 40 DIM OS £251 f A9113 
HE 9* GO ID llOBD 

Hu lOB REH ORAM RTH FOR JOYSTICK 

bK 118 HU HV = 6 ! I HC = 8 ! A 6R H =■!■& B i A DRV - 38 

bU 1Z8 CH= ABRK : CV- ACHY 

JT 125 COLOR 1 : PLOT CHjBIPHAHID CHj 171 : PL 

6T CH " B j C Y i D RAMTD f H * fl , f. V 
HH 138 IF PEEK C7641 <> Zbb THEH ZB8 
KM 148 XF srHTG(OJ=B THEN 258 
JI 158 I=5TICKt«) Mr 1=15 THEH 13 B 
EC 168 C6L6R 2 i PLOT CKjCV 

DM L/O II HIJMy OO THFN PRAHTO HDCNUMUljVD 
GHUHUl 

TZ 160 IF l~ 7 THEH IF CKtIHC< = 31* THEH CK 

=eKf IHC : G6T6 228 
KU 1S8 It 1-11 THEH XF CK-IHC>=A6RH THEH 

CK=CH-lHE ; GDTG 77 B 
HZ ZBB IF 1^14 THEH IF CY-IHC>=0 Tilt H = 

CY-IHCiUGtO 2Z8 
Kb £1« IF 1=13 THEH IF CY+INC<=i9i THEH C 

t = Cf + IHC 
Dlf 22A COLCft l:PL0T CHjCr 

&P 238 IF HUN0-O6 IHLH DRHHTD HP CttUMjgi , YD 
iHUnvt 

HH 24 p GOTO 138 

ftU 2 56 GObUD 3JL4D l HUHU~NUHV + 1 
Hft 268 ND CHUMlpj -CK : ¥D CHIIHU? =CV 
HU x. r" O CD I (I I .U» 

FU 268 IF PEEK L7fi4) 033 THJFH 318 

RQ 2*6 GO b LID b± 4 D i P DKE 764 . 255 S IHC = 1HC ♦ / - 

TF IHOB THEN IHC=1 
Hp 106 bDIU 130 

QU 318 G6SUB 5148 IPG HE 764,255 

PD 32D FDR 1=1 TO HU HW : HD C 13 - HD 1 1 3 - ADR H 

HA 336 Y6 CI I -TO c I J - A PR Y = HE H T I 

t J 3 4 B H LI HU ~ HIJ MO - 1 
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LH 4989 HtH MLt I lit IHACF 
YZ 401B GEJ3LJB 5D1B 

rt 4040 PRINT "ENTER NUMBER OF SECTIONS " 

; i INPUT HUHII 
RC1 4958 IF H0F=O IIILN GOtIIR 1O0BU 
FW 4UBU TIIETA = PHT : r.O^UB 6590 

I ^ 40^ H III" - HO r + C N U HV M HI j MM! ; HBO - HO "J t C N LIMU 

*E1MCMUNH+1) 
at *H55 gdsub 5619: PRINT --coordinates - " 

j- NOV 

LJH 4 I9A OS="flDD HORE TCI T MrtfiF tY/HJ " ;GOTjUD 

Siua 

JN 4J10 IT rtS-»V" THEN GOSUB S03Q;CQ70 10 

1 

Ul 41ifl PRINT "COMPLETING I hid QF FILE" S&95 

UB 19199 
UK 4 1 3 O RU N " D : MF H|| . 3 B H 1 
EP SftOH REM GRAPHIC SET TINGS 
at BD1B BFH SETUP TEST HlHOOH 
JP SflTfi GRAPHICS 41 ; GDSL1B SB70 : ^ ;? ;? :? 
; RETURN 

BK 50X9 REM HLMDVL TFHT HIHBQM 

VG TSB4H GRAPHICS 56:GO5U0 SB70: RETURN 

CS 5959 REM CLtAH SCREEN 

SH 5969 GRAPHICS Z4: GOSUB SO 7 A : RETURN 

NH 59 78 RtH SET Cfll gyp REG 5. 

YO 5868 SETC9LDR ZjOhBcSETCBLDR 1 , 0 , IS : GO 

LDR 1 
HF 50?0 RETURN 
IU ftlOfl HEM ASK OUESTIOH 
MF 5118 PRINT at]: INPUT A$ 

ZC 3128 ZF flS0 1, V" AHC ASO"H" THEN GOSUB 

516o : bo r a :, i i u 
AO SLIO RETURN 
MA 5149 HtH BEEP OK 

FH 5159 59 UNA 1,39,10, ft [FDR 5NB = 1 T9 SO : N 

EM T SHDtGOTB 5189 
GA j 1 hfl REN BEEP ERROR 

5170 SOUHB 1 P 58 , 6, 8: FOR 3ND-1 T« 158: N 

EKT 5N& 
Yft 31DO SOUND 1,B,.9 P 9;RETURH 
A5 6594 REM RE U U-O D 
DM fift IB H = PI«fZ/HUMH 

MJ 6529 L=HUMV+1 1CT=CDS(THETA] : ST=SlN C THL 
T A3 

YZ b o i 0 HCH riRST VERTICAL SET 
DU 6549 FOR P-i TO L 

EH £559 X C PI = KB (P3 »C T : V CR1 "YD tP> ! Z C Pi - KB ( 
P3 «ST 

SO fi^fiO PRINT til; KEPI YIPJ r "i 

BD 6E70> PRINT flijZtF) 
J Ft 554 9 RENT P 

HT GS90 REM SEC BHD IfERTICAl SET 
GO 669 8 FDR R=l TO NtJMH 

r >EJ GEQS GOSUB 5810:PHIHT "PBCVCESSING SECT 

ION ";ft; iJ OF "ihuhh 
OH 6618 THEl A-THET A-t-K : CT=COS C THE TAJ 1 ST -SI 

H t T NET A3 
OR 66 ZO rOR P = l TO L 

LK tt*30 H C P+L J = HP I PI *C T t V CP * LJ - YB C P3 : Z EP * 

LJi -HD CPJ*ST 
G8 6649 PRINT HI ; K C P+l 3 ■ 11 . « ; V CP+LI ; " j 
LH ftOSO PRINT fll;ZCP+LJ 
TK ftfifiO HEHT P 

BH B6 7fl REM FACET f F I j F 2 j F 3 i . t F4 1 3 SETUP 

QHTI-CLCUPtHl it 
HT lift BO rOR P"L T8 HUHU 

SV 6690 F CH1J -P :h CW?J=p + l ; F CM3J -F (M2J *L: r 

CH4)=FCH3)-1 
FG 67 98 51 EE =4 

ML 6719 IF HD cr CHI 13=0 THEN 5IZE=3 
CL &7ZB IF KB CF CM2J 1 THEN SIZE =3 S F 1M3 S - 

F CM41 

NY 6738 PRINT HZiMIE 

HU E7 4B FOR H= 1 TO SIZE 

R T G7SB P RIN T HZ j t C H) * IU - 1 1 *L + NOV 

M S b 7 b O HEHT H 

JT 6790 NEXT P 

HA CftXB HEM HAKE FIRST SET SECOND Stl BMP 

REPEA I 
Rft ft 8-4 B FOR P-l TQ L 



TO 6859 H tPJ=HCP+LJ iYCPJ-YEP*L3 :7 rPJ=Z IP* 
LJ 

FL EB6B ME M T P : NEHT fl 
BP ftO^O RE TURK 

FZ lOOBB RFH GET FILE NAMES 

JH 19010 PRINT "tHIER FILE HA HE "{ E INPUT F 

hi : 

4H lOtiZU P HZS -FNl S : FH3S-FH i S : I=L_EH CFN1S3 + 
t s FN"S tFNI $ 

£D 10030 FHiS I n . HYZ" :FN2$CI3 = ,fc .FflC":FH 

35 CI1 —** ■ CI L" 

Ifi 10040 BFH OPEN 9UTPUT FILES 

UC 1965B OPEN HI r ft, Q r FN I S tCPEH M2.8.0 H FH2 

$ 

IU UtObiJ OPEN HJ^, B.FNS ■ CLOSE It3 : RETUKH 

QT 18189 REM CLOSE OUTPUT FILES , MRITE .CI 
L 

SL 1011B CLOSE ttl: CLOSE U2 

KG lfllifl OPFH Hi,0 J 0 F FN3S 

B V 181 JB P R JH T HI I NfNF 3j " j " J N 00 

OK 10I4.B CLOSE ttl 

BU 1 D IB B RETURN 

OE 11BO0 REM INITIALISE 

VH 11 BIB HI — 1 : HZ - S ! ~ X2 U4. ~ 4 

FF 11050 PHI=0i PI=3.14Z;HOr=OrMDV=B 

KB L1BGB GDSU0 5050 

SH 113?0 GO I O lOO 



EI 1 REM ttrWHHHHH KM mf HH KH H KK H K KH KHH H M M HyK 

SH Z HEM # THE 3-P AHIHflTCJR Jt 

RH 3 RtH h bu Philip Roh inst>n M 

EO 4 REM M K 

UF 5 RtH « LIS TIN & b * 

ER 6 REM M H 

JA 7 REM M PAGE 6 HRGflZEHE - ENGLAND * 

EP 9 REM H ti MM KH M If X H HX H H KM W t tlH HMH HWtW 

KF IB G8T8 0 068 

JN 21 9PEN niH?>BiFH$;P=TV:Q=P+7ft69:P-DIS 
P 

JH 38 P=USRlf IHB,P r P r>l 
OZ 40 11= P-Q THEM 8S 
Ha M3 S-P:R=P*2E&: IF R>Q THEM fl^O 
IE 69 P = P + 13ZF PEEK IPJ OPEElK (H P) ft H D P<R 
THEN H CI 

HB 79 U 1=1 NT ICft-lB^Z EG t ; PUT Bl , S - 1 - vi»z so 
:PUT Ml, VI ! PUT ttl,P-SlFOR V1=S T9 P~l: 
PUT Bl . PFFKCU1) ! NEKT VI 

KH BB D-ATzBOT + p-S + 3 IliDTO 30 

VZ ftft BAT?0flT+Z; PRINT "bft Tfl - ■ ■DAT#2^» p 

I SPLAYS = ";MD-i 
OZ »B PUT HI i B : PUT ttl , 255 1 CLOSE BUK-ysRC 

MOVE P TCI P ADR cacfttl j 3BB : RETURN 
81 SI REH 

U0 92 FOR 1=1 TO NOV 

BL 7 3 U1=H 11 r 1J *H El) +H € 1 , 33 My fl) +R CI, S) *z 
CI) t \i I L , 4 3 

FH 94 U2= R EZ p 1 3 *H Ell +R f 2 r 2 3 M V il l+KCZj 3) **Z 
CI]+R12 p 4 1 

KM 13 U>3-R(3 P 1TMHCI)+RC3*Z) Kf €1) *R(J, 3>*Z 

A¥ 96 H ITJ=U1 : Y(I3 -\t2 ; Z [I»=U3:HEKT IiflETU 
RN 

RH 109 REH 
Hfe ilu n-z 

Rl 1Z8 T=T1 1 P = T : 11=1 1«Z : IF TKHVF THEN 1Z 
I 

HI 1*8 Q=TSR=9:D-P 

UF 140 G-HUF-B-1 ! S=P*fl? IF P=R 1 HtH S~p 
Pft 151 Tl=S"Z 

KY 1GB TOR K -R T8 G STEP T 1 : H = K4S- J, ■ IF 

II THFH H I. 
QV 170 FOR I=K T8 HU = t*l 

55 188 IF SAZ( JiE>3 tSA7CJJ THEN T2=SAZ U3 | 
SAZCJ)-Sd7 tJ + BJ : 5AZ tJ*PJ =:T2 I TZ=5T*tJl : 
':■ 1 C. C J3 =STC l.l*&3 ;STGCJ*D3-T2 

FZ ft Li NtM I IlWLKT K 



OV ?00 IF OOP rillH D- O-P ; 0=0/2 t R=p s GOTO 
14U 

RG 210 P=1WT EP/ ZJ : TF P<j-0 THEN 130 
ZE ?ZB RETURN 
00 JOO REH 

GG 3IO NOF ; r OR 1 = 1 TO HClF 

JF JZB VI -FACET CI , II : U2 = FACt 1 C Z . I) ; V3=F AC 
Ef 

VK no oai-KCLm -HtVlJ :0V1 = YEUJ) -YtUlJ 
AR 349 BN2=M Cv3i ~K EVZ) ■ D V2=V CM3J - Y tUZ) 
FH 358 IF 8 H 1 *0 V Z ~ B H Z *D V I ^ 0 THEN 3S6 
AR 369 NVr-Nyr * 1 : STG CNVF) =1 i^AZ CHVF 1 -9 
HO 370 FQR J=l 18 r AGET CO, T) ; SAZ CNVF) =SAZ 

CNVf ) ErACETf J r I3J ENE.XT J 
K& 3 80 SfiZEHYI-J-^fiVENUFirFGCETtO.lJ 
MP HEHT IiRFTURN 

00 5 09 RtH 
OSi SIB REM 

8V 5ZO ir PFFK C764>=255 I HEM SZB 
OH 530 REM 

VC S40 K Y = PEE K C 7 64 1 1 P □ KE 764,255 
AB 55 0 REH I 

MS SDO IF KY = 13 THEN 1BBBB 
EtK 570 REM R 

SH S00 IF KY=4B THEN 11600 
DM S?0 RFH 

UU 69B IF KV^V2 THEN 120OB 
D R bio REM T 

HH 620 IT THEN 13680 

C.R GftO REH U 

Hi. BftO IF K¥/=16 THEN 184189 
YP G78 REM D 

AH 668 IF KY = 5-B THEN 16969 
YH 710! MEM E 

HH /ZO TF V.Y-47 IHtH UHtH HI . 9 , O , FN« I PUT 
Ml, 255: PUT Ml, lft3: CLOSE BliRUN '"PzHEHU 

. X\>"> 

HS 799 G9T9 388 
111 B BO REM 

50 9lO TOR I-l TO MO F ! T-3TE III ! ^ =F fl CE T 19 , 

Tl 

0 Q 060 V JL = 1 : W2 = 1 : G95U6 Z DO B 

CN OZB VI — 2 \ V 2= 2 I G BSU ft ZBBfl 

JC BB8 01=3 ! W2 = 3 ! GBSiUft 7BOfl;G0SUB ZZOB 

BV 8TB IF S<4 THEN 93 0 

□ v 3 bb 01 = 3: V2=l: G8S(Jft 2 a ois 

CS S18 Vl=4 eV2=2 ^ GOSUB 2889 

IB llfl Of - 1 j V2 = 3 ! G9SUB ZBOBiGDSyB 2!290 

BL 938 Ul = l : U2=l : GDSEJB ZB00 

i.i 3 40 ui=^ t yz-Is GOSUB z89b:gdsijb zioo 
6 K 9SB VI = 2 i V 2= li G 0 SUB 2 0 OO 
HF 9 Fi O tflBS S U 2= 2 | GO SU B 2 B 80 i GO SUB 2 1 69 
TO 97* Vl=3 !U7 = 1;G0SU8 2BOOHF S<4 THEN 1 
90 8 

HH U 1 = 4 : M 2 -2 i GO SUB ?Q 08 '- G 8 SUB 21 B D 

9-98 01=4 : VZ-1 i C05UB 280t> 
JA lOOB UI=1 : 02=2 S GOSUB ?BBO:G0SUB 21 BO 

J01O NtKT Z 
A F 1B?8 RETURN 
HH 29 00 REH 

51 2010 P = F ACEt (Vi.TJ : IF INT Ot tP) * ADRK) >Z 
55 T H EH 2O30 

UP 2820 POKE PK C1..V23 tljdi POKE PKCl r y23 P I 

HT CM CP J f AORH) ibUlO ZB4.0 
ON 2030 PBKE PKC1 H M2J +1 , l :POKF PK(1, 02)^1 

HT CN CP1 -256*ABHX3 
HP Z04fl PfliifF PKCZh^Z) , INTfVfPJfflUWn 
ftP 2850 RETURH 
MZ Z100 REM 

BU 2110 K=U^N CLINF1J ; RETURH 
IB Z2O0 REM 

OV ZZIO K-USRCFCTI ! RE T URN 
IA 5080 REM 
IB SO ID REH 

jp sozo f.RapHics 40:bo^uft bozb--? s? : ? 

i RETURN 
IJ 50JO REH 

VC 5A40 GRAPHICS Sfr: GOSUB SO/B ; HFTIIRH 
CS 5050 REM CLEAR SCREEN 
SN 5060 GRAPHICS 24:G0iUB SBZOjRETUHH 
HH 5070 REH jET COLOUR REGS. 
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VD hUBD It T C QL DP 2 , B , O i *>F T C OL OR l,y H ll:tO 

LOR 1 
B L 3D 3-D RETURN 
IC SlUO HtH 

Hf 5110 PRINT aSj [INPUT a$ 

ZC 51ZU II- fl*<>"r" AND THEN GOSUB 

siGDicnrn 5110 



AD 


1 1 1 3 D 


RT 1 LIP! 


10 


5148 


it t Pi 




5158 


!>BUHD 




Y I i 


G DT □ 5 


Til 


5100 


PFH 


uu 


5170 


SOUND 




T I 




VQ 


5100 


SOUND 


TE 


BOO D 


n fm x 


IT 


OOlO 


GOsUH 



i 

On BBZB RAH-74?Q 

UU a B 3 B UfiLLTI - RUM* i 7 : POKE VALUE j 0 
HN 0040 WTO RRH = Rfl M+ 1 4 ! P QKt HiBWHN.l 
UU BBSa PK fJ , 1J~PAM+J7 
MS GOOD PK C2, L)-HAH*1* 

3d 007a PKa^nnftH+ae 

Tf 0000 PK l2,2J=RAH+22 

UH SB 90 PKtl P 3>=RAM+2 3 

U5 0108 PK 12 ,-31 -RAM* ZS 

Trt alia FDGF^rBfiM+#J: POKE EDbt^ r D 

ZO B1ZO HQ L>E = RAH-*- 4BlP B KF H00E,1 

UE 01 30 NO 5 HD = RA M+4 ? : p DKE NO SHD r 1 

fcj D140 LIHE1-RAK+562 

KA 0150 PCI —ft AH* 1 D7 T 

r t. ft ± te HH3 u r ~ n am* i 3 45 

DJ 01 70 FIHD=RAH*3.3TO 
DC BZBO BF C ; GOSUB 9300: GOSUB 5050 
DH 6210 TM = PLtK CBBJ *PEEK (B?3 -»Z5B : DTSP = TU- 
ftDR(5CRfl 

zd bzzb pa k f TU*7aae d e:POKE fiDR I SChS ? * /bD 
0.255 

L>R B23ft K USRCHOUF , TM, ADRC5CG5J F 30> :GOTD 

um 

IP BGiflO REM 

CM 0610 I-AHlS-ENT CAKr*S?>*3+l 
MR 0620 J=I~INT CI^3J*3+1 
DA 06 ie tl-CDlITNETfl? ? ST=SIHCTttETA) 
LF 0640 AtAfrlSj. ftKIS3<=l r ft CANTS, II =0 : A CAHI5 
t J J B 

LT 0G50 A C I j AM I S3 - B 1 A C X > 1 3 -C T ; A f I , Jl - —5 T 
SY Bft B ft ft f J ., A H IS 1 =0 : A C J « 1 1 -5 T : A C J j J J — C T 
DN 0070 ACL , 4 1 ~ B : 4 C 2 , 4 ) =0 : AC3,4)=G 
BO BfiBO RETURN 

I « os oa rem 

HE OS 10 A C 1 j 1 1 — U 1 ! A C± j33 = B : A C 1 r 31 T ft ; A CI . 4 

J =» 

DD Oiia fill j U-fl: A(2,2|=V2 :flC2 r 3J=ft : AC2,4 
) =0 

PR CUB A(2 j l)=fl: AC7, 2»=0; AC3 , 3)=U3 i AC&jil 
] - a 

BK fififl RFTIIRH 
IE 9000 REM 

10 9010 ft CI , 1J - L : ft tl j ? J =a : fi CI . 3J va : ft CI „ 4J 

-Ml 

NZ 9020 At2 P lJ=OifttZ,Zi=l; ft EZ P 3 J =0 r A ET r 41 

=mz 

TI 3 0 30 A C3, 1* =0 i ft££ , 23 =B tA C3 , 3) =;! [ A (3 r 41 
=W3 

AT 9B4B RETURN 

IG 9100 REM 

KG 311(1 FDR T-l TO 71 

yk ?ii0 ran j- j to 4 

UO 9130 BCI, Jl=Ai2pll*REl, J) IACIj Z3KEC7, J 

l+ACIi3U«fiC3 f JI 
FM 9140 HEM T J 

SU T1SB H TT r 4J rBtT, 4) , 4) 

FR 9100 HEHT I 

KY »170 FOR 1=1 TO 3 

ZC 9100 FOft J-i TO 4 

DY 9190 RCI, J)=BCI J jj 

FH 92*0 NEHT J 

FF 9210 HEHT I 

AR *?30 RFTLIRH 



IK TlOfl RFH 

CD 9310 It CI- ,"11=11 s« 1 1 2 1 =« : R C 1 , 3 1 -O : R t i r J 1 
= 0 

FX 93 20 R(.2 H l>=DrRC2,Z]-i:RC7 J 3)-OLFlf? l .dl? 
= 0 

Jft ^?iJU H < i r 1 J -O i R C 3 , Zl -O : R C3 . 3* =1 ;HC3 F 41 
G 

AZ 9340 RETURN 

OC 1U0UU KLH 

JL IDOIO L O n ? U B Slit) 

*B LHDZU LU'jUU t?fllO:PRINT "SETTINGS I HIT I 
ALI5EB" 

uv ioo3o tor j-i to 00 : HEHT I:CO«IB tsoh 
EC 16040 GOSUD tti JO : EiO T D SB fl 
BE llOBB R FM 

JI 11010 GO SUa tno 

M 1J.OZD COSUR SOIOSPRIHT "RUTATIDN" 

BH 1103B PRINT "ENTER M . V r Z"; ; INPUT U1,U2 
P W3 

BF 1104D AMI5-1 : THETA-Ui : GOSUB BBBOiCpOSUB 
9100 

CU IIO&D AMXS-Z : TIIETA-U7 ■ CO SUB 0600^D^UB 
9100 

LB 1 1 Dfc D A K J S = 3cT HE T A~ U 3 ! C OSU B 0 b DU r b-D iUB 

9100 

EU 11070 GOSUB 5930:GOTO 53D 

BG 12000 REM 

JK 1ZB1B CD^UD S14e 

RU 12020 G03UD BeiBiPRXHT "5CALE" 
BH 1203a PRIHT "ENTER HjT v Z m 1 S XHPHT U1.U2 
. U3 

AK 12f40 CLO^iLID B9aB:CDSUB 9100 
EO 12 050 C05UB S D 3 B : GO T D EOO 
BT I^OftO REM 
JH 13O10 COSUB ?140 

NL 13020 COSUD S D 1 B i PR I H T "TRANSFORM" 

00 13030 PRINT 1 "ENTER Hj V P L" 1 ; INPUT VljUZ 
H U3 

Hfr 13040 GOSUB 9000:GDSU« 51 BO 
ER 13DSB GDVUB 5 B 3 B ! GfJ T A 500 
BK 14000 REM 

MK 14010 C03UB B14B!GDSUD 5010 : PRIHT l4 EHT 

ER FILENAME" ; : INPU1 TNlt 
&C 14070 FH7<rFHl$ 5 FN 3 $ -F Ml$ 1 1 - L EN C F H 1 * 1 + 

1 

^F 14030 FH$=FH1$ 

ZH 14B4B r M j £ f I J = " , H VZ* 1 : FH 2 $ ( 1 1 . FA t " i F N 
35 CI1 =" , CTL" 

01 14 050 PRINT "HEADING IMAGE FILE" 
UT 14000 OPEN *1 P 4, H, rwn J 

EH NB76 INPUT tU P Ul r U2:N0F = Ul:N0U-U2 

RF 1400D CLD1E! 1U 

UP 14090 OPEN Ol^pO^rMli 

HQ 14IBB FBR T"l TO HOU 

OH 14110 INPUT til r Vl r WIT>=U1; VIIJ =M 

2:ZCI1 =V3 
pa 1412a nfmt I; CLOSE ttl 
UP 14130 OPEN 31,4 , 0 P PNZS 
KJ 1414a FOR 1=1 TO NOF 
BT 14150 INPUT Hi , 01 s F ACET CB , TI =rUl 
SM 14160 FOR J=l to VI 

E-H 14170 XHPUT H 1 r U2 I FACE T C J . 1 1 =U2 

TH 14160 NE-HT J i HEHT I i CLOSE ttl 

D-L 1419a PRIHT "T'MAGF I OH B-FD 1 1 ! C OSU B 5140 

PK 14200 FOR 1=1 TO OB ; HEHT i: GOSUB 003*1 

GOTO EDO 
BM 15000 REM 
JO ISflia GO -s LIB 5 14 0 

£ M IbDZB bOiUB 'SBJ.O : PRIHT "VIENIHL 5 PTC IF 
rCATIONS" 

RT ISOia PRIHT "SIIAB-E CB-B41"; 1 : INPUT VI 
LL 16040 IF VI CO OR Dl>64 THEN GO^UB S-J.6B 

:GOTO 15020 
IN ISBba PBKt VALUE> VI 

UL 15060 n 6 HAL f — t B HE <YfH\l 11 1 casiiB -5100 
JH 1107B POKE HTGRRNplilF AS="M" THEN PDH 
C HTORRH j B 

h ll isaBa n ~ 1 1 uh i t f edges cv^m ■■ lgosub 510 
u 

IJ lSfllO PDKE HO L>E > B : T F AS""H ,! THFH POKE 
HKNPEj 1 



113 131 DO Ea^LIB &D3D ; EiOiUB B DO : BO^UB Bl JO: 

Guru ■ 

UB 1GBOO REH 
J5 IDOID GOSUB SJ40 

HV 1 G B 7 a C.OSUB SB10:PRTHT "NUMBER OF DISP 

LAYS"; : IHPUT HD 
I1R 1BA3B ft4-"FTi THG TV/HJ 11 : GOSUB 5100:G05 

UD SObB 

HB 1B04B POKE 559,0: GOSUB 5050 

SD ItaSO bD j-LIB 31 3 GOSUB S14B 

OL 16000 G05UB 300:G0SUB S14B 

XC 16 070 G05UB 1#0:C0SUB 5140: POKE 559,34 

fLa IbOBB ttil SUB BDO:OD3UB S1IQ 

HH 10090 IF A$="Y" THEN GOSUB 5010: PRIHT 

"TILING - PLEASE HATT" ; COSUB 20 : G06UG 

SO JO ; UOyUfl S14B 
RI lEiOfl NP = HO-l:IF NDOO THEN 16040 
sp ifiiia goto sao 

BE 20 00 B DIM it R 5 C / b ft L ) .. I A G E T 1 4 r JO J j A C 3 j. 4 

3jn r 41 r Rf3 r 41 
SV 20010 DIM f tL?D)j£(JflJ, STG OB 1 j 5 ft 

£19-0? .PKC2.3) 
OC 20020 DIM FH19C2B3 ^FhZSiza] >FH3S CZB3,F 

Nf C201 

DT 20030 DIM 05 C3DJ „ A$ CI a 
DO 20040 RETURN 



El 1 OEM H KM M M.K M Hit H ni l ■ »n W | f H M uu M IC M M it BM lim 
5H 2 REM m THE 3-D ANIMATOR * 

RH 3 ft EH * bv Philip Rob insOA * 

EB 4 RF M * w 

HE 5 REM +* LISTING 7 « 

FP 6 REM * ■ tt 

JA 7 frEH * PAGE B HfiGAZIHE - ENGLAHD m 
CP 0 REM M ■ W W ■ U H M KM M KM M KM M M KM WH J I H H I I P MM 
HU lO GOTO 100O 

BH 7ft POKE 7ti4,*:K=:USftl04SJ. > ADRCDS13 

KT 30 ADD R=P EEK C2B 4 3* PEE K f 2fl 51 +*25 5 

ZH 40 POKE 76 4 j- 255 : K.— USR CBDTI1 r APDH3 

ZB 50 IF PEEK C7B43I <>Hft THEN POKE 764,255: 

HUH "B i MENU r 3D" 
OR 60 POKE 7B4j ZDS i CUSUH 51.4D^C0SUB 5 010: 

PRIHT "ENTER FRAME DELAY CI 25ft] " ' : TMCII 

T FD 

DB 70 IF FD<1 OH FD>ZSG T HEN GOSUB S I Bft : & 
DTD B 0 

10 BO IF FD=2^0 THEH FD-B 

GJ 9* POKE B0B2 j FD : GOSUB 505«;GBlO ZO 

SK lOee REH IHITXALISE 

W 1010 DIM 03 I2 200B1 ,FN£C20* 

vft lazo cbsub sBsa:gosUB 5O10:GdSuii Oi4a 

HL 1030 PRIHT "LN1LR f I L EN ftHE 1 1 1 I I HP LIT FN$ 
JI 1B4B PRINT "READING DATA" 
NO 1050 OPEH Rl i 4! j B,F H*S 

WP 1060 K- U Sfi C 09 6 9 j A OH ( D i ] J 
PC Lfl7B CLOSE Hl^COSUB 5030: POKE BOOZja 
UB IB DO GOTO ZB 
CP 5040 REH GRAPHIC- SET TIHG3 
GE Sflia REM SETUP TEST MIND DM 
JP 502 0 GRAPHICS 4B ; GBSUB 50 70;? ;? :? :? 
: RETURH 

BK 5030 REH REHDVL TENT HIND OH 

UG S040 GRAPHICS 56:G0bUB b O 7B ; RETURH 

CS 5050 REM CLEAR SCfttEH 

SH SeBa GRAPHICS 2 4 !■ GOSUB SBZB l RETURN 
HH SBZB HEM SET COLOUR REGS. 

TV SO BB SF T C OL B R 2 J 0 . 0 r 6 ETC OLO R l d 8 ,15 f CO 

LOR 1 
BE SOTO RET LIRH 
UA 5 14* REM BtEH ON 

TV 5150 SOUND 1 , 30 , 10 ■ B J P OR 1=1 TO 5ft j HEX 

T I:GOTD ilOB 
CiA 5 150 REM BEEP ERROR 

UU 5170 SOUHD 1,50, 6^0: FOR 1=1 TD 150 : HEN 
T I 

Vtfc blflO 3DUHD l|Bj BjQ: RETURN i 
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MASTERS OF SOUND 




CHRISTMAS SPECIAL 
OFFERS 



REPLAY 



SOUND SAMPLING SYSTEM 
TAPE/DISK WAS £39.95 NOW £35.00 



MIDI MASTER 



MIDI INTERFACE A SOFTWARE 

TAPE/DISK WAS £29.95 NOW C25.0O 



DRUM MACHINE 

HARDWARE A SOFTWARE 

DISK ONLY WAS £20.95 NOW C3 



MICRO VOICE 



■ Attention Atari 
■§» Adventurers! 



.00 



LOW COST SAMPLING PACKAGE 
DISK ONLY WAS £1 9.95 NOW £1 6.00 



DIGIDRUM II 



SOFTWARE DRUM MACHINE 

TAPE/' DISK WAS £6.95 NOW £5.00 

ALL PROGRAMS RUN ON ANY 48K ATARI 
PRICES INCLUDE VAT & P&P 

SEND YOUR CHEQUE/PO WITH YOUR ORDER 
OR AN 1 Bp STAM P FOR 
OUR FREE CATALOGUE TO 

2 BIT SYSTEMS LTD, 
355 HITCH EN ROAD, LUTON, BEDS 




■si* 



EC" 



.0 



A* 1 



War games Adventure 
Simulation Specialists] 

Run by Enthusiasts 
for Enthusiasts! 

We stock: (Disc) 
Atari/ ST - Apple II 
Com m odor e A mi ga 
IBM. A ms trad PC 



Mail Order Anywhere or Visit Our Retail Store 
Send £1 for Catalog (Refunded with 1st Order) 




Cull in for a Coffee & a Chat! 




COMPUTER ADVENTURE WORLD 

1 A Charing Cross, BIRKENHEAD L41 6EJ, England 
Telephone 051 *6rj 1132 (Mon Sat. lOam-Spm) 



STORT SOFT 

A TARI MAIL ORDER SPECIALISTS 

INCREDIBLE LOW PRICES! 



ALL DISKS CfiHRV A r*D OUl&Bl F RFPUCtMfc NT GUAR ANTE F ARE CERTIFIED 100% EFWORFRf E AND 
COME WITH LABELS 5 t " ALSO HAVE SLEEVtS AND WfliTF PROTLC'S Ft IP SIDFD nrSCS HflWfc TWD 

iNOtK HOLES AND TWO N0TCNL5 



Special offer 



2b SS 4BTPI 5 25 DISCS £ 1DD CAP LOCKING DISC SDK 
Sfl SE 4flTH 5.25" DISCS & 1DD CAP LOCMNC 01 5 C BOX 

Ida ss 4Btpi 52s discs* ion cap LOCh.l<hC disc bdx 

2h DS AflTH S.2& DISCS A IN CAP LOCKING DISC BOX 
50 OS -flBT-Pi S .25" DISCS ft I DO CAP LOCKING DISC SOX 
100 DS+ITft S.25 DISC** UN CAP LOCKING DISC BOX 



LOCKING DISK BOXES 



Sj* HOLDS 5D £7 95 

V HOLDS 40 £7 95 



COMPUTER STATIONERY 



5i" HOLDS 100 £995 
60/90 | HOLDS- 60 3" or 90 f 9 95 



f1B DO 
CiS.flD 
£3B.9i 
£17.CLJ 

m OS 



Si DISCS FROM AS LITTLE AS 33 PENCE 



BLANK 5 14 DISKS 



DISK NOTCHEft FREE WITH EACH 100 DISKS PURCHASED 

PRUUUiKD 

TFl 

D54fl TPI 
0595 TPI 

D&96 TPI FLIP SIOED 
MIMIC FLIP SIOED TPI 
MIWC HIGH DENSITY 16 meg 
COLOURS - mn & matdi *r a 
TPI 

0549 TPI 
DS96 TPI 



BLANK 3.5" DISKS 



iiblp unbranded 10 25 50 100 

55,'DD (MF1D0I 11.95 29 DO &JQD 00 

DS/0DlMf20D) IJ.9F, 33 00 62.DD 110 M 



TRIAL 10 


25 


iD 


100 


£4.50 


C9DD 


E17Q0 


£33.00 


C5 50 


til DO 


£19 00 


£3b00 


rTE 50 


tUDO 


E?l 00 


C3 J.DD 


E7 00 


f 14 DO 


f?Z 00 


F3EDD 


£*9& 


£2000 


f38G0 


£70.00 


E23 00 


£52 00 


E100.DD 


£18000 


MIIK CUlCUP 






£6 b0 


E1200 


£22 00 


f42 60 


t?.5D 


f 14 01) 


£24.00 


m 00 


EB.OD 


f ■ fi DO 


EZB 00 


E50 00 


1 BOX DF ' f 


> DfftV fiD.95 





■ 9*4 

P I il J 1 1 C 1 1 fl^ £4 1 

f5 5ti 
£6 50 
EJ.5G 
t8 00 
£9.95 
£24.00 

tlM 
£900 



500 
? 

7 



10 in a casft 
12 95 
14.56 



PHINTFfl - CamimiDua fan fnlrl S0rotf*l led 

SHEETS irx 5 5 eOgtm A4 JGpm 

5DD £4.96 reiT 

1DM CB.% £10 96 

-'in: :: £13 95 £16.50 

LABELS - CnNiAiou; fan fnld, spreclwl led 

■Orrm h 3 Bmm 89mm M Jlnffl 
Tl>30 f4 15 f4?5 

2M0 f T.50 f I 90 

PLmsi specify number cd Aatuk aunsj ^1. 2 w 3|- 



BOOKS EIMD OF SUMMER BARGAINS! 



Alan Graphics & Sound 

3lan I30XE fAAi:\ i.inq ?o ! Beginners 

Alari 1 30SCE Gimns Bonk 

Advanced 'suectrum Va:r 1;himj 

M*:h DodE ApnlinBlmns For ll 5p«lrum 

Creating tu&k Gvms wi ymir 7X Sptcirum 

AilMHiiceJ Mach. Code Programming for CfiM64 

7 he Cnmp =ie Unmrnndtrt <466 pages) 

Machine Cnrie tAw.w I A L oia-> n' MyH flwiinfij 

Crniiifici'JurF [jfl Assembly Langiiftfle 

Advannd Dommcdoit 64 Basic Ffrveated 

Micro Wars, On The COM 64 

IkisnKM Aup a'AUK for The DRM 64 



ATARI HARDWARE - BARGAIN PRICES 



11- u 9.5" iDqim 

E9.00 
f 14 0ft 
£24 00 

I rjJmm k .J6m«t 

€4.50 
fB.49 



A4 9Qgim 

£^ 95 
fl&W 

■flSfMni jc 43 flip 

fs re 

£10 50 



PubJahH 


RftP 


Qi.r p'iri! 




r79.75 


H 50 


'Ailev 


£9 00 


f4.95 


Melbonv 


€6 95 


£4 00 


Melrurne 


£6.95 


£4 00 


Melbnrne 


£6 95 


£6 50 


Sunshine 


£6 95 


E4.50 


Interfjct 


£3.9S 


£215 


Gisnada 


£7 95 


ES.95 


Grar&da 


£995 


rTB.95 


Sonahifif 


£0.S5 


fB 25 


Shiva 


E7.S5 


f575 


UoMins 


f9 95 


fB.95 


E = - i i . 1 1 v 


f5.95 


£3 50 


SnnEfiinn 


f5.95 


f4 5ti 



3.5 SPECIAL OFFERS 



2b 33/00 U5 TPKMFl DDI & BD or 60 All iDdkmg disc bci 
M> 3S/OD 131 IPHMH DDJ SBV v 60/gD locking disc bpi 
?E. 03 00 1 25 THiMFZDDI A HP ®i 60/9 U lacking dix^ bm 
SO OS/00 135 TPILMFZDDJ S. H(l ^ GO/SD locking di K ba> 



fib LTD 

rsi.iE 

f 33 95 
FEb DO 



520 3TFM £279 95 

1MD STF4SM126 mnroinDm** 
Mega ST 1 2 megabyte RAM & 1 mag driMB^ 
Mega ST |2 megBhyl* ftAM S. I meg drive^ A SM12& 
^ega ST |4 mecwtyie RAM & 1 m« rjrivrl 
Wejl ST 14 mtpln/lf HAM ft 1 mpg drive I fl SM1?5 



104DSTI £425 00 



FULL RANGE OF ATARI HARDWARE & SQFTWAflE - BEST PRICES - RING FOR DETAILS' 

Jus-t vvrne for morr; mFormaJtion Cheques dc payable ro STORT SOFT Ikitamadonal orders 
a^d 1 0% and f emu *n pounds Starling by bank draft or intl. money cirricr VW iia for qu&te in pny 

Olhef Cufr*nty| 

ACCESS/ MA51ERCAR0/EUR0CARD/VIS A accepterj CREDIT CARD ORDER LIME - 02 79 B9509 
24 HOURS A DAY. 7 DAYS A WElK - VAT S P P. INC. NO HIDEIFN EXTRAS - WHAT YOU SEE IS WHAT 

vou pay 

18 CftOWN CLOSE, SHEERING, BISHOP'S STOHTFOHD, HERTS CM22 7hrX 



E57D 00 
EB4.fi 00 
f 935 00 

All Hardware comes mh fret *jt1 cmirsir Al STa mtYi* nil b public rJwiam maks inrijdirm CPW emula^ 
sar and 1h* arcade gaff* MigaiorJs.. 5 blank tiscs to ge! you go^g Basic language disk and mantis 



COMPUTER ACCESSORIES 



5 i" DJ^* ^JOTCHIR IOduUc yth» rfa^k capacity on a inn] It .jicec divei 

DISK CLEANING KITS Liquid nsn-ahrasrve 1ype - prnceci your vauahle sijiiware 

5j" DCK F3.95 3i # 0CK 

ST/IBM/AMSTRAO 1512 TD CENTRONICS PRINTER LFAO 1 2 rnvtml 

ST TO RS732 MODEM LEAD f? metres I 

BATTERT PCWFRFD MINI VAC - For leybfl*r| 3 . printers: elc 



£3 95 

£4 95 
£9 95 
£1 K 
E9HE 
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You play Fred, a Kansas wheal farmer who is paid for nor 
growing wheat. While not plowing the fidds one afternoon^ 
Fred and his dogj Tito 3 are consumed by a violent tornado. It 
brings them to a musical, colourful, land populated by magical 
elves who sing, dance and use TYPO 3. 

These elves are being annoyed by an evil band of witches 
who live in a desert on the oiher side of the planeL. Most every 
dav, the bad witches shortsheet the elves 1 beds, hide their 
morning newspapers and fly around yelling *Hey shorty j your 
mother's a fire hydrant!' 

Your mission: You and Tito musi fly the elves 1 
patent-bending, brass-platedj sodium-powered, warp-driven 5 
salad-spinning, nuclear dcHtrueio-blaster space cruiser deep 
into enemy territory, and ... 

DESTROY ALL WITCHES! 

But first, type in the Listing, checking it with TYPO 3 as 
you go, then SAVE or CSAVE a copy before you RUN the 
program. 

Until you came along, the elves only used their 
destructo-blaster cruiser for shopping trips and pleasant 
Sunday afternoon picnics in the surrounding countryside. 
Hence , it has a rather small fuel tank. When you run out of 
fuel 3 you crash and explode. 

To compensate for this, the elves received a multi-trillion 
dollar government gram 10 develop the Sodium-Depleting 
Instrument (SDI). Upon contact with a witches spaceship, 
SDI removes all sodium from the witch fuel [ank and transfers 
it to yours. Without fuel, the witches ship quickly loses power 
and blows up. What fun! 

Your ship's radar (controlled by a type-in computer 
program from a popular Atari magazine) can detect a witch's 
ship before you can see it on the horizon. Use the radar wisely. 

The SDI has a maximum range of 400 metres and a 
minimum range of 100 metres. Push the joystick forward to hit 
distant targets 3 pull back to hit the closer ones. Press the 
joystick button to fire the SDL The indicator at the bottom of 
the screen tells you how far your SDI will travel before it hits 
the ground. Each w itch's ship carries 30 gallons of sodium. 

Witches attack in waves of three screens each. Destroying 
all the witches on three consecutive screens allows you to 
advance to the next wave. If you fail to destroy a fleet of 
witches, they'll turn you into a toad and blow you up. 

Your score* remaining fuel, and wave number are 
indicated at the top of the screen. There's no turning back. 
Strap Tito into the Navigator's seat, fire your engines, and 
begin your witch hunt. 

Oh yes, and don^t forget your ruby slippers! 



Desert Chase first appeared in ANTIC magazine Volume 5 
No. 3 and is reprinted with ANTIC's permission under an 
exchange agreement with PAGE 6. Program author Guy 
Aitchison lives in Illinois and had been programming his. Atari for 
two years at the time he wrote ihe game. The article is by 
ANTIC Program Editor Charles Jackson. ' 




a weird and challenging blast 'em 
game by Guy Aitchison 

EI 1 REM MMMMHyyMMMXyM H *HKK***KKKKMlCICK i CW 
HE 2 REM * DESERT CHASE * 

HJ 3 RE If •* by Guy Aitchison * 

AM 4 REM * fcT 1W& AKTIG PUBLISHING * 

EC 5 REM * — — * 

UR 6 HEM * Republished with pf? r» i s s i on M 
HH 7 REM * BY PAGE 6 ~ ENGLAND * 

EP 8 REM HHMHHWKMJCMMMMXXifHHMM H MMH I tKKKHMK 
PE 9 SE=35:DIH A$ C23 j 0$ C23 , C$ C23 , DS C23 : YE 

= 10 sSK^OSSH^l. SPOKE 106, PEEK (74GI 
SO J.O POKE LVfrtPEEK CiflfiJ ~5 : GRAPHICS O ; DL = 

(PEEK C1BG3 +11*256: POKE 7S6 r &L/25&#2 : DM 

-PEEK +PEEK C56I3«25fc+fc 

BB 12 FOR I-fl TO Z2:PUKL DM+I , 4 : NEKT I \ FO 

R 1=128 TO 500:P0ttE &L + I , PEEK 1573* 4 + 13 

:NEKT I 

HA 13 FOR I-J. TO 20 : READ O ! P- CO +643 *S : FOR 
A=ft TO 7 i HEAD H : POKE ft+P+DL , H 2 NEHT A: 

HE XT I;GO^LJB you ; UL=0:0H"2 
OK 41 POKE DH+5 * 2 ? POKE &H#2,5:P0KE 

:POKF DM4b f 2 : F-999 :fl=2B;LO£ATE Q,G # C;G 

OSUB 700 

CU 47 SOUND O , 1U, 4 : SOUND 1,250, 18, 4iS 

OUND 2,34,6,4: Z^O 
ZL 50 C=C+i;IF C>2 THEN C = 0 : IF STICK C03 =1 

4 OR STICK (03 =13 THEN G05UB 100 
YE 51 IF C-2 THEN POKE 70S , 2 + 4 : POKE 7Q3,Z 

+6 : POKE 711*2+6 
HK 52 IF C = l THEN POKE > 2 + 4 .1 POKE 711, Z 

+&;f*GKE 786, Z+B 
BD SI IF C = 8 THEN POKE 71 1 § Z +4 i POKE 708,2 

+ 6:P0KE 70?, £+3 
HY 60 ^-STICK C03 : H=H-3*C^= 11 AND K>ft03+3* 
C5 = 7 AND K<1GG3!P0KE 5324 & , H : POKE 

9 , X+L4 

JJ 70 IF *IfiIGC03=0 AND FF = B T HE N GOSUB B 
08 

QQ 71 IF FF-1 THEN GOSUB BIO 

GP 80 6-G+i;ZF £>5E THEN G = 0 : GOSUB 888 

NY 9fl F = F-1 EP05ITIAN 11,8:? Fj IF F<1 

THE* 9999 
TS 99 GOTO 5& 

CT 180 IF STICK iBi-14 THEN H^HtJ.OD : IF M> 4 

00 THEN W-lGCt 
CT 181 IF STICK C83 -13 THEN H=H _ 10O : IF W<1 

n« THEN H=488 
HS 102 POSITION 18,22!? ,, D = i, ;HiRETURN 
CL 288 SK — O : SW - 4 ; SE — SE -0 a 5:GG = GG + l;IF GG> 

2 THEN GC-*Si*ft=l«+J.:Z=r+i&*" Z>248 TH 

EH Z-8 

TS 282 H1 = INT C14«-RND C8* + 33*2iH2-INT C14Wf!M 
D COS +33 *2 :K3~INTfl 4«-R N D 183 + 33 *2 : K 4=XHT 
C14WRND CO ) +33 H2 

OH 283 H5-IHT C14#RND C83 +33*2 ! IF WA < b I HEN 

ZN 204 IF HO < 3 THEN : SN = 2 

K A 205 IF HA<1 THFH MJ-J9^SH=1 
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tM YE- 18 : POSITION 34,0:? HA + 1 : RE T URN 

00 5 its COLOR 97 ] PL OT 1,18:DRAHT0 .5 9 , 1 6 
HH 501 SOUND 0,0,6,6: SOUND 1 , O , O, O : SOUND 
2,100,4,14 

KR 502 RESTORE tUlfi^FOR I-il T □ 7 El : READ C 
" COLOR C + IZAjiPLOT 0 r I:DRAHTO ^^jisMEKT 
I 

IE 503 FOR 1=1 TO 180 : POKE 764 , 1 ; POKE 70S 
, I ± HE HT I: POKE 53240, 0; POKE 53249, 8: CO 
LOR 4 

CH 504 PLOT O,lftsDRAHT0 39,18:G0T0 9??? 
F5 600 Vt = VE + lIIF YE = li THFH I M : B£ = *' 

■ I 11 : c^- ,, LEJ" 
It 601 IF YE = 12 THEN A$ = ->^ '■ : B£ = "XI" ; CS = " 

;cr p : D$=■■la! ,, 

FP 682 IF YE = 13 THEN A*="^" r 0 $ = M *1E!F i 
CO 603 IF YE = 14 THEM Af-'tS" : I Ct=" 

EM 604 IF YE- IS THEN A £ =""|» ; BS = "™ M : CS = " 
OM 60S IF VE = 16 THEN 500 

TC 606 IF K1C39 THEM POSITION XI , YE I * AS; 
POSITION ttl,YE*lI? B5i POSITION H1,YE+Z 
S? C$:IF YE>11 THEN 66SUB 6X4 

JD 607 IF f*2<99 THEN POSITION X2,YEs? A* II 
POSITION H7,YE+l3? B$ 2 POSITION HZ,YE+2 
i? C$iIF YE>11 THEN GOSUB 6Z0 

TJ £00 IF X3<99 THEN POSITION »3 r YE ; ? AS : 
POSITION KJ f VE+i : ? Bf ; POSITION X3,YE+2 
!? e^HF YE>11 THEN GOSUB 621 

DP 689 IF H4<» THEN POSITION H4,YE£? A$ S 
POSITION H4 P YE*1=? OPPOSITION X4 , YE + Z 
!? C$;IF VE>11 THEN GOSUB 622 

HT 618 IF H5<99 THEN POSITION X5,YE!? ft£: 
POSITION X5,YE+l!? »$ i POSITION H5, YE+2 
:? C$!IF YE> 11 THEN GOSUB 6Z3 

AF 619 RETURN 

UC 628 POSITION HZ,YE-lS? P* : Rfc TURN 
UU 621 POSITION K3,YE-1:? D$ I RETURN 
UH 622 POSITION K4,YE-1:7 D$ : RETURN 
HE 6Z3 POSITION H5 P YE-l5? DS ! RETURN 
JZ 6Z4 POSITION Kl,YE-i]? D^ ; RETURN 
IC 70ft POSITION 14, 3 : ? 

OSITIOK 12,4:? 
LD 701 SOUND 0 , 255 , 10, 14 I SOUND 1,254,10,1 

4! SOUND 2, lft,lft j 14 ■ POKE 53763,14 
EK 782 C-C+A;tF C>2 THEN C = 0 

NM 701 IF C = 2 THEN POKE 788 , Z+4 : POKE 70*, 

Z + 6 I POKE 711, Z+8 
OB 704 IF C = i THEN POKE 789, Z*4: POKE 711, 

Z + 6 : POKE 700, Z + 8 
TH 70S IF C-& THFN POKE 711, Z+4: POKE 708, 

Z+6:POKF 709..Z+0 
TY 706 E=Z+16:IF Z>248 THEN Z-O 
IF 787 IF ST RIG CO) =0 THEN SOUND 8, #,0,8:5 

OUHO 1 i 0 ( It , 0 : SOUND Z , 8 r O e fl : Z-8 : GOTO 71 

0 

PT 789 GOTO 702 

LR 710 POSITION 14,31? "//////////////" l F 
OSITION 12, 4s? V///////////////// 11 i PO 
P iGQTO 47 

UH 008 FF = 1 SPOKE 53Z50 , H + l 8 : XK=X+10 ; RES TO 

RE ZOO0SY=175 
EY 80Z IF H=488 THEN SP = & 
DU 883 lr H-dUO THFN SPr7 
CS 904 IF 14=200 THEN 3P-6 
BP 805 IF H=10fl f HER SF = 5 
AF 889 RF TURN 

EL 610 5P=5P-l! Y=Y-SP:REA& N S IF N=Z56 THE 
N POKE PH+512+Y+SP, 0 : FF=8 : GOSUB 02O : RE 
TURN 

HP BIZ POKE PM+512+Y j N ! POKE PW+S12 + V + %P , O 
£ RETURN 

KF OZO IF H-400 AND YE-1Z OR H=lOO AND YE 
=13 OR H-200 AND YF=H OR H=180 AND YF 
=16 THEN 822 

ZL 821 RETURN 

EG B2Z H = INT t tKH/45-4i> ; J»tt~l;IF H-Xl OR 

J-Hi THEN HJ=l;G0TO S38 
UG 823 IF H-MZ OR J=XZ THEN HJ=2;G0T0 630 
WU «?4 IF H=K3 OR J-K3 THEN H J=3 : GOTO 830 
AA 825 IF H=K4 OR J~K4 THEN H J~4 : GOTO S3B 
CK 826 IF H=H5 OR THEN HJ-5 ; GOTO S30 

A J 020 RETURN 

KR 830 POKE 718,14! SOUND 3 t ZB ,0, 14 S IF ftJ- 
J THEN HC=H1:H1=?? 
831 IF H4 = Z THEN KC = H2 : K3t=» 



DESERT CHASE 



bV ta U V A11CHI50N 



E P 



¥W ft^Z IF HJ-^ THEN KC=H3 i H3=93 
BF *33 IF HJ=4 THEN HC=M 4 ; K4=?? 
DO 834 IF HJ-5 THFN KC=K5 S KS-*» 
AS 83S RESTORE 1018: FOR 1=11 TO 28 : READ C 

: COLOR Ctl26 :PLX1T KC # I:PLOT HG + 1 f Is NEK 

T X ;F~F+30 : SOUND 3,0,0,8 
U& 0» SK=SK+i:lF SK>SN THEN SK=0 ; GOSUB 2 

00 

DW 837 POKE /!(} t 100 ; SC-SC+ t YE*1B3 ! POSITID 

h 23,0;? sc x return 
hl ?o0 position 0,0e? " ";poke 718,180 

p Poke 752,1 
hu ^01 for i-i to 5: color 6 ! plot 0,1: draw 

to 34,£;rext i : for 1-8 to 10 e plot 8,1; 

dr4hto 3^,1 ! next i 

KG 982 POSITION 0,10:? ' '\J m\SS/A m\A A//// 
A m\//\A U i\///\\//\4 n///////" 

903 FOR 1=11 TO 23: READ C : COLOR G+128 : 

PLOT 0 j I : DRAMTO 33, I : NEKT I 
CH 910 POKE 555, 62: POKE 53277 , 3 S PH=INT EPE 

EK (7423 /4-2i*10Z4 : POKE 623 , 1 ; POKE 54Z7 

* , tPlV256) -4 
NO 911 RESTORE 182D ; FOR 1=177 TO 220 STEP 
2! READ K;POKE I+PM,H:PDKE I+PM+l,KiNE 

MT I 

Uft 9-12 FOR 1=177 TO 220 5TEP 2 i RE AO K ; POK 
E I+PH4 ZS6 p 3i; P0KE I + PHf 257 , H ? NEHT I 

&y 313 POME 53248x114 ! POKE 53243, 130 s K- t 1 
4: POKE 53230,1; POKE 53257,1 

9BO it i oo : position 18,22s? ,, d= ,, ,w 

LM ^tt9 POSITION 8,6 

MF 990 ? ** fc," ^ <■ 



UH 951 ? 11 
i ii 



PN 992 Hl-16!X2-24 tK3-» : : 

OE ^57 POSITION 5,0:? "FUEL= 999 SCORED 

O HAVE- 1 "'SPOKE 786, 2B : SP=5 i RETURN 

OJ 1888 POT A 8^8,8,0,0,0,8,8,8,1,0,0,0,17 

8 , as, 255 , 178 , 178, 2, 85, 85, 255, 255, 178, 1 

70, 170, 170 , 3, 85, 85, 85, 85 
AM 1001 DATA 255,255,255,Z55,4,17B,170,17 

0. 170. 170. 170. 178. 178. 5. 65. 85. 85. 85 
,85, 85, 85, 6, 255, 255, 255, 255 

KH 1882 DATA 255 , 255 , Z55 # ZSS, 7 , 255 , Z5S , ZS 
5,Z43,243,1^Z,19Z,8,6,*5jZ,Z5Z,Z52,24&, 
192.192,0,0,9^55,63,15,3,3,0,0,0 

hp loos data ie, i, 03 ,63,127,255,62,0,1 

1, 12B,19Z,195,227*247,2M,12,0,12,0,0, 
1Z8, 128, 204 , Z55, 224, 0 

ZH 1004 DATA 13,0,16,0,170,69,255,170,170 

, 14 , 85 , 85 j, 195 w I9S , 1 ?0, 170, 130 ,170,15,6 

5, 88, 64 , 64, 255, 255, 192, 255 
HT 188S DATA 16,85,85,21,21,255,255,03,25 

5, 17, 168, 168, 160, 162, 1Z8, 178, J.70, 160, 1 

8, 42, 10, 18, 138, 2, 178, 178, 10 
UK 1086 DATA 19,64,84,85,85,85,85,85,85,2 

6, 1,5, 85, 85, 85, 85, 85, 85 
PC 1007 DATA 21, 85, 85, «5 P AS, 05,04,88, 64, 2 

Z, 85, 85, 85, 85, 65, 21,5, 1 # 23,19Z, 192 # 1« 
,207, 0, Z40, Z 55 , 2 SS 

Dy iOOO tftTA 24, 3, 3, 195, 243 p ft, 15, 253 ,255, 
25, 255, 255, 192, 0, 192, 255, 255, 255, 26, 25 
5, 255 , 3 . fl , 3, 255, 255, 255 
AH 1809 DATA 53,178,74,8,162,8,74,178,171 
MY 1810 DATA 1,2,3,4,5,6,6,4,4,4,5,5,5,5, 
5 

FK 102& DATA 1,1,27,50,117,157,235,150,24 

6, 103,3,0,0,0,0,0,0,1,13,119,255,247 

KH 1821 OA? A 12B , 128 p 216, 76, 174 p 105, 215, 1 

85,111,238,192,0,0,0,0,8,0,128,288,236 
, 255, 239, 239 

IU 2688 DATA 255,255,255,126,126,68,68,24 

* 24, O, O, 256 
py SOUND 8,0,e,0;S0UHO l P O,O,0; SOUHB 

2,0,0, 8 s sound 3, 0,o,o; position 1 p 6s? 

gahe Over bk 

RG lOOtiB POKE 789, £+0l FOR 3=312 TO 512+25 
6: POKE PM+I,0£HEHT Ii POKE 704 ,0 ' POKE 7 
05, 0 ; SC-O i F=9^9 

OC lOOOl %E=35 : 5K-0] SN-l: WA=0i YE=iO:7-0:P 

OSITION 34,8:? "l' " : FF=8 
OH 1O0O2 POSIT TQN 0,6:7 " ^» 

k " L B M : HI =15 : K2 = 2S : K3 = 99 S K4- 

99 : K5=99 

YJ 1O0O3 K-114 s POKE 53246, 114 SPOKE 53249, 
130: POSITION 23,0:? ■■© 11 ; POSITION 1 

1,0:? "999 "SGDTO 700 , 
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THIS & m 



This is the 2 1 si Century where the righ[ of way goes to the 
biggest gum. The roads are controlled by warring gangs, No 
travel is safe. To survive a journey between towns you need a 
heavily armoured car bristling with weapons. Your country is 
depending on you. You wilt need to learn how to survive in this 
harsh new world, indeed not only survive > but amass enough 
worldly goods to ensure you can create a powerful enough force to 
fulfill your many missions. You will need to learn about the towns 
and cities of this future time, how to get what you need without 
making too many enemies, how to follow the clues which will take 
you 10 your final mission; how to handle the detailed road fights 
whmyou are attacked by a gang of enemy vehicles > probably 
outnumbered and outgunned. If you have learnt your skills well 
you can still triumph, 

So> which game am I talking about? Roadwar 2000 or 
Autoduel? Well, both, actually. This is a prime example of how- 
two different groups of people can take the mme theme and create 
two entirely different games. Both are excellent games and will 
appeal to a very wide audience. Both are sophisticated war games 
with a basic requirement of learning how to survive and grow, 
while searching the cities for clues so that you can complete your 
final quest. All the details and game play are? however, very 
different in the two games and one over-riding difference is in how 
detailed combat takes place. In Autoduel fighting is done either 
voluntarily in the city arenas or forcibly while travelling between 
cities. You have a single car which you control with a joystick s 
shooting with the fire button and switching weapons with the space 
bar. 

The fights are* basically, sophisticated arcade games. 
Roadwar 2000 does not use a joystick at all. The most detailed 
fights, which can take place in a variety of terrains, involve 
numerous cars on each side and are controlled by single key 
commands to accelerate, brake } turn and move each car during the 
movement phase and single key commands to choose a target and 
fire in the firing phase. 

If you are hopeless with a joystick and can never successfully 
develop the motor (no pun intended! s skills necessary to win 
arcade games you should avoid Autoduel. If you don't have the 
patience to read and understand some fairly sophisticated 
movement, firing and boarding rules and comprehensive (21 per 
vehicle!) vehicle statistics, or the patience to spend well over five 
minutes fund quite possibly half an hour!) on a single fight , then 
you should avoid Roadwar 2000. Otherwise* you may well enjoy 
both - read on and try to decide which one to buy first! 

Where did it all start? Which came first - Mad Max or 
Judge Dredd? Whichever it was, the idea of a future controlled by 
warring road gangs seems to have gained significant popularity in 
gaming circles. Apart from the computer variations you can also 
buy board games such as Thunderroads (MB Games) > Battlecars 
(Games Workshop J and Car Wars ( Steve Jackson Games). 
Autoduel is actually based directly on Car Wars> so let's look at 
that first. 



THI 



sis*** 




John Sweeney takes a look at a new 
genre of computer software -the 
futuristic war game, Autoduel and 
Roadwar 2000 are leading 
examples of the genre and John 
has delved deep into both 



AUTODUEL 



"Drive offensively - The lift you save may be your own r 
You start by creating a new character and allocating 50 
points between Driving* Marksmanship and Mechanical skills. 
Shortly thereafter you will be presented with a bird's eye view 
of your character walking round New York. Ctrl-D will show 
you your current statistics : S2000j low skills, no armour, and 
no clone to take over if you get killed. In order to win you will 
have to improve all of these areas, You should ignore the 
rather complex section in the middle of the excellent 
instruction manual for the moment. This covers all the details 
of how to design your own car ^ how to arm it> and how to use 
the varied weaponry but you can't afford it yet! If you are the 
gambling type you could hop on a bu& to Atlantic City and try 
your hand at Black Jack or Poker , otherwise you should head 
for the Arena 3 pausing only long enough to buy some body 
armour at the Truck SLOp. Provided you haven't wasted too 
much lime you should find thai it is Amateur Night - the only 
night you can get in without your own car. They will lend you 
a Killer Kart - a fairly low grade machine with little armour 
and only one weapon, a front mourned machine gun. 
Fortunately your opponents only get Killer Karts too! 

So far, apart from using the Joystick to move around the 
streets of New York (which seems to have shrunk a bit by the 
year 2030 - it only takes up one screen!) you will have been 
using the keyboard to select items from numbered lists in the 
establishments you have visited. Now the fun starts - you are 
into an arcade game driving your Killer Kart around a vast 
scrolling arena searching and destroying the other amateurs. 
The borders of the screen arc a mass of control panels 
indicating your weapons, your battery charge, your speed and 
the remaining hit points on the front, back P 1eft ? right, and 
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underside armour of the car, each wheel, your power plant and 
YOUf You also have a small radar screen to help you find the 
enemy. As you drive around the arena^ avoiding the fences and 
obstacles you will eventually come face to face with the enemy 
- hlasi and dodge and may the better man win! Unfortunately 
there are five of them and only one of you - not very fair really. 
You have limited amino, the status of which you can check 
with a Ctrl-C ( which will tell you all about the car design as 
well, but don't worry about that yet - surv ival is all you should 
care about at this stage!). 

FIRST GET SOME MONEY 

Getting started at Autoduel is not easy - you are unlikely 
to emerge as an Amateur Night Champion on the first few 
tries, Lxel once you get the hang of a you will earn yourself 
S1500 and some prestige. Prestige and your various skills will 
normally increase whenever you succeed at anything. This is 
important as you need prestige to get some of the important 
jobs 3 driving skills to get better control of your car, mechanical 
skills 10 enable beiter salvaging of wrecks (both for spare 
ammo and to make money), and marksmanship to improve 
your shooting - it is worth noting that the computer is 
obviously 'throwing lots of dice' to decide whether or not you 
hit since sometimes a shot will miss on the screen but still have 
devastating effect, and vice versa - these "dice throws' are 
heavily biased by your marksmanship. 

Amateur Nights come round fairly frequently so you 
should soon be able to amass enough money to go and build 
your own car, fortunately there is an Assembly Line in New 
York* so you don't have far to go. (Your prestige will probably 
have reached six by nowj so you can forget about Amateur 
Nights unless you run low on cash.) Now you need to read 
about car design. You have to choose from seven body types. 



then decide on the quality of the chassis* the suspension the 
power plant, the tyres, the weaponry and the armour! 
Fortunately the foreman understands the principle* of car 
design even if you don't and will keep constant track of the 
space j weight and cost of your new car. 

You first need to decide what you want the car for - the 
game allows plenty of scope in what you do next. There are 
sixteen cities scattered across the Northeast of the USA which 
you can visit. Nine of them have arenas for you to fight in, 
eight have branches of the AAD A (the American Autoduel 
Association) which will offer you courier jobs which can be 
extremely lucrative (up to S 1 5000!) if you get the goods to the 
right destination in one piece and on time s and there are also 
the roads between the cities, which need clearing of outlaws. 
On the fbld-out map you get with the game the roads are 
shown as nice straight white line* - don't be fooled by these, 
All "roads' are arcade-time again and are actually tangled 
mazes of roads, some dead ends, some overgrown with forests 
or littered with boulders - taking a wrong turning can add 400 
miles to your journey and if your power supply wasn't fully 
charged that probably means you won't make it r These roads 
are NOT safe for pedestrians! ( Actually 3 if you do run out of 
gas you can cheat a little - just Q{uit and save) and restart - 
you will find yourself back in the previous city!.) The roads are 
also the natural habitat of the deadly road gangs. These guys 
aren't limited to Killer Karts with machine guns - here: you 
will meet limousines armed with lasers, rocket launchers j 
minedroppers and anything else that money can buy! 

WHAT ARE YOUR PLANS? 

The arenas likewise ofTer a lot more than just amateur 
nights, there are Divisions 5, 10, 15 and 20 for cars of total 
value up to 55,000, 310,000, 315,000 and S20,OOG respectively, 
plus unlimited nights and, every three months, the City 
Championships. 

So, before you build your car you must decide - are your 
initial plans to be a vigilante, an arena champion* or a courier, 
and if you are a courier are you going to be a rabbit or a turtle? 
- do you want armour or weapons or speed? Even when you 
have a vast fortune you will find the game is designed cleverly 
enough to prevent you building the perfect car - either too 
much armour will reduce your accelerations or you won't have 
space for all the weapons you want. You always have to 
balance your desires against what is practical And when you 
start out your main limitation will be your bank balance! Ako, 
beware of building a car which is midway between two 
divisions. If you spend 56,000 on a ear they won't let you into 
Division 5 and you will find yourself outclassed in Division 10, 
The only change you can make to a car after it is built is to add 
weapons (money, space and weight permitting!). Once you are 
rich you can of course have lots of cars, the garages will look 
after the spare ones for you (for a small fee) and you can keep 
different ones for different purposes or sell them for scrap. 

One of the best aspects of the game is the range of 
weaponry, both offensive and defensive: Machine Guns, 
Flamethrowers, Rocket Launchers, Recoiless Rifles, 
Anti-Tank Guns, Lasers, Minedroppers, Spikedroppers, 
Smokescreen^, Paint Sprays, Oil Jets and Heavy Rockets, Each 
has its own characteristics and uses. You can have up to ten 
weapons, mounted on the front, sides or back of your car - I 
especially liked the flamethrower, even if the long blast of 
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FREE BUDGET CASSETTE 
ALL ORDERS OVER £15 
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TRANSDISK IV 

Commercial tapes CAN be 
transferred to disk!* 

READ ON! 




Are you lired of waiting for cassette games to load? Would you like to 
transfer thgnn to disk lor faster, more reliable and convenient loading? 
You may havs heard or read that this is not possible. Well, not only is 
it possible, but there is a program, Iran sdisk IV, that will do it all auto- 
matically, you require no knowledge of cassette protection techniquesl 
To pu^ it simply, Transdisk IV will rsad ANY Atari cassette, (single, multi- 
si age, noo-slandard lofmal, 64K-no problem!), re move the protection, 
:hen place 1 ontc disk for you. Plus, lo lead and run ihe new disk version 
of a cassette program requires just one keypress from a convanient, 
autorun m&nu disk. 

The cost oi this, the most powerful tape to disk utility for the Atari is just, 
£24.95 inclusive otlirsl class delivery. Also comes complete with com- 
prehensive instructions which were specially written with the cassette 
upgrade r and first time disk user in mind. 

Requires: Atari BQQXL or 130XE Computer with disk drive and cassette 
recorder. 

Remember, that not only will you save money on upgrades to disk 
(it they ere available) but many games are only available on cas- 
sette anyway so Transdisk IV has to be a worthwhile investment! 

Sdnd an SAE or phone for more details of this utility- 
Make Cheque or P.O. payable to DIGICOMM and send your order to :- 

DIGICOMM 

170 Brad we li Common Bou evard, Milton Keynes, BUCKS MK13 8BG. 
Tel: (090S) 663706. 

Demonstrations arranged for callers by appointment 
Tor your convenience from the original cassette only. 



flame misses the enemy car s the resulting cloud hangs about on 
the screen and may blind him" The Arena fights and road 
fights with gangs of cars are excellent arcade games once you 
have a nice variety of weaponry to throw at the enemy! 

So what's it all about? Keep your ears open for rumours 
and secret information at the Truck Stops and Bars and you 
should eventually learn of some special courier jobs which are 
well wonh taking, There are also rumours of a Mr. Big who 
runs the Kastetm sea-board outlaws - maybe your final quest 
will have something to do with him! 

ONE SLIGHT CRITICISM 

My only slight criticism, with the game play is thatj once 
you have fully mapped the roads, got a good enough car* and 
learnt how to u&e it to get past ihe road gangs, then some of the 
.drives between cities s which can still take five or ten minutes 
"become a tiny bit tedious as you watch mile after mile of 
similar looking road scroll slowly past, but by the time you get 
to that stage you should have nearly completed your quest, so 
hopefully you won't have too many such journeys. 

Two points on the documentation, Firsts for Ctrl- A read 
Gtr]-R and secondly* the detailed notes on Saving characters 
don't fully explain how to retrieve a saved character if he has 
died - the Q command to quit ami save to the H-sidc only 
allows you to resume once, If your character dies you will not 
be able to reload him again r Obviously you can copy your 
B-side, but that takes a long time, The simplest way is to Quit 
(which saves your character to the B-side) s restart* select 
Activate Old Driver* reply Yes you do want to save your 
current driver* wait while it loads him into memory* insert a 



formatted disk when prompt ed, wait while it saves him to it. 
Now when it asks for the disk with the new driver to be 
inserted just press enter to use the character you have just 
saved. The big difference now is that the version of him on the 
formatted disk is NOT destroyed by loading, If he now dies 
you can re-Activate htm from that formatted disk as many 
times as you like, 

The XL.'XE version is in black and white* the ST version 
is in colour and also allows you to use the F-keys instead of 
trying to reach ridiculous combinations like Gtrl-L with one 
hand! The only other difference between the two versions that 
I could spot is that the ST allows you to use a mouse, but since 
they didn't complete the job you will need to reach for the 
keyboard occasionally to speed up messages with the space bar 
and to reply to questions with Y or N. Whether you can fight 
duels with a mouse is another matter, I found the joystick 
much easier* but I am sure it is possible to develop the 
appropriate skills to succeed with a mouse-driven car! 

Autoducl comes from Lord British and Chuckles who 
brought us the superb Ultima series - and while you shouldn't 
expect the depth of the Ultima games - you should expect 
many very entertaining hours of Autodueltng. 

AUTODUEL 

Origin Systems Inc. (Microprose) 
Disk 

Price £24.95 (ST) 
£19.95 (XL/XE) 

NEXT ISSUE... an in depth look at Road war 2000, 
same theme hut a totally different game. 
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WHAT HAVE YOU MISSED? 



BACK ISSUES 



PAGE 6 back issues represent an (excellent way of increasing 
the enjoyment of your Atari with articles to enlighten you* 
programs to type in and reviews of software to guide you. 
Almost all of the content of past issues will be as fresh and 
relevant today as when it appeared - increase your enjoyment 
flow, before it*s- too late! 

ISSUE 20 - GRAPHICS SPECIAL. A super special issue with a graphics 
iherru?. Draw somf masterpieces wich GRAPHICS WORKSHOP and escpJorc 
your graphics potential with Colour Palcrrc* Picloada, Colour AuribiJtev and 
CIO Slideshow* An in-depth review of Printshop and Graphics Arc 
Department, the final pare of Display Lists and the Adven ture column. 11 
pages devoted TO the ST plus a colour feature ATARI ART" a lid ST 
GALLERY. And There's more! BLOCKBREAKER i« one of the besr games 
co have been published in any magazine. Don't miss it! 
ISSUE 21 - A packed issue wich games, TRAIX CRAZY . Revenger and 
Ferklift. Utilities ScalemaSTer, Quick Disassembler and Measuring Tcmpcra- 
tttrc. Programming hints wirh Doing The Impossible, Error H Solved and THE 
GUIDE TO ERROR CODES Reviews of Flight Simulator II, Hitchhiker's 
Guide Ui Che Galaxy, and the latest Adventures. For Che ST a DEGAS to NEC 
t*im\T!L'T, l.actiue C re viewed and reviews of a tvhuk" h^sl uf software. 
ISSUE 12 - More Hurioui users will enjoy $ MARTS HEET, a Visicalc like 
type-in spreadsheet and our review of Paperclip whilst gamesters will puzzle 
over Tricky Cubes and cry Co survive Hidden Depths. The Guide to Error 
Code* is eoncludcd and There are articles on Fractals s Tape Problems and some 
los well known Adventures. Loads of reviews and some great new routines for 
Hloekbreaker. ST users will find ouc how Co program Sprites and can read 
reviews on Time Bandit. Pro-TorUan 77, VIP Professional and more. 
ISSUE 23 - Another superb machine language game Water Ski School will 
test v*iur reflexes. Word search will challenge Those who like puzzles and other 
listings Lnclude Sup^rvkmn and the utilises X refund Verify. A huge review of 
LTtima IV heads a comprehensive review section and Going Online Part I will 
let you know if telecom mumeaiion* is for you. ST owners can discover how to 
yeC a bigger screen on their colour monitor and read reviews of ZoQQUHLCfcSj 
Sierra On- Line advenrures and Pro-Pascal amongst others. A]so s is it worrh 
adding a drive lo your ST? 

ISSL'K 24 - The biggest issue so tar publishedf Great ST section with info 
ahout ST disks juid earlridge^- j.nd loads of reviews For &-bit users there is 
ML'NUHY MA nXESS, Che best game we have ever published plus a super 
cheque hook uiiLm AUTOCHECK. Plus all about checking vour disk drive, 
another game s more utilities, reviews of RAM BIT, Adventure games and lots 
more. Too much in This issue TO List fully! 

ISSUE 25 - Another biggie] A must for 1029 printer owners with 3 great mi li- 
cks including a screen dump. A super Japanese chess game called SHtKrl. i 
type in REVISION C BASIC, a full feature on disks and more. For ST, tvpc 
in OTHHI.I.O. reviews Of LEADER BOARD and MEAN IS, Hints and Tips 
and several other reviews and articles. 

ISSUE 26 - SOLID MODELLING is one of the best programs we have pub- 
lished. Be creative! Other programs include SOURCE WRITER for machine 
cqifc programmers, FLEXIBLE FINGERS to help vou tvpe, NUTS and 
more. Reviews of TRIVIAL PURSUIT, DVC 65, SPEEDSCRJPT and 
much, much more. ST users can learn all about HARD DISKS, FAST 
BASIC, TYPESETTER ELITE, DEGAS ELITE and read reviews on a 
whole lor more software, 

ISSUE 27 - Some cracking listings for the S-bit. In GREAT BRITAIN LTD. 
you can be the Chancellor and help run the country. COMPUTER GAM- 
MON is a great Atari version of backgammon and there's ANTS IN YOUR 
PANTS, DISK COMMAND and orhers. There is a feature on word process- 
ing and stacks of reviews. The ST section includes an in-depth review of AR T 
I >l RECTOR and tt neat little program to put scrolling stars on vour screen? 
Lots of reviews including H ABA VIEW, K- SPREAD 2, K-WORD and many 
more. 

ISSLIEt - Extend the incredible original Munch)' Madness with the 
MUNCH V MADNESS SCREEN DESIGNER, play GREEDY CATER 
PILLARS with a friend, Teach your children with MOST HEART MATHS 
or make up some crosswords wich XV/GRD. A long feature on flight simulation 
programs „ hints on ZORK and loads of reviews. For ST users, the first in a 
series of USING GEM from C plus FLIGHT SIMULATOR II reviews, new 
books from COMPUTE! and a whole stack of reviews. 
ISSUE 29 - One thai serious S-bit users have been waiting a long time for - a 
great full feature database - MJ DBASE plus an amazing story maker, 
STORYBOOK, thaT allows you to create illustrated stories.. Then there's a 
great game from ANTI called CLIFFH ANGER and an AUTORUN make, 
and more. Cheat on commercial games with ZAPPING THE RIGHT BYTH 
and read STacks of reviews. The ST section has a type-in program, SCREEN 
GRAHBF.R, which allows you TO 'snatch 1 pictures of commercial games to disk, 
plus the neKt pan in our GEM FROM C scries and reviews of Superbasc 
Personal, K-COMM 2 plus lots of games including Barbarian. 
All back issues arc £1.20 each irt the U«K*j £1 .95 for Europe or 
surface mail elsewhere and £2Jy for Air Mai] outside Europe. 
Please make cheques postal orders payable to PAGE 6, Send 
your order ui PAGE 6, P.O. HQX 54, STAFFORD. ST 16 1DR, 
MXGLAND. 



ON DISK 



All of the most recent issues of PAGE 6 are available on disk- 
inc lading those out of print issues! 

A PAGE 6 Issue disk can tains all of the programs (except ST) 
from a particular issue, ready to run from a custom Menu, 
No more frustrating hours typing all those long programs. 
See just how |?ood they are without the effort. 

1SSLH 17 Contains RENUM, SHOOTIS'G GALLERY, X-Y-ZAP. 

inlay <:ards> ( as j \[v\r< t [;y. matthews label maker 

and severs] programs on ANTIC mo4es 4 5. 

ISSUE 1* - Contains BERTIE f GRAND PRIX II, BLITZ s LISTER 
STARS, TYPO land several programs, on Di&plav Livts 
ISSUE 19 - Contains SNOWFALL, THE CHASE : MAG FILE, SECTOR 
10, STARKIES UTILITIES plus programs for the Speech Synthesiser and 
several programs on Displav Lists. 

ISSUE 20 Contains BLOCKBREAKER, GRAPHICS WORKSHOP. 
COLOUR PALETTE. PHXOADA, COLOUR ATTRIBUTES, CIO 
SLIDE SHOW p:us m;-»re Displav Li\[ programs, and pictures for Graphics 
Workshop. 

ISSUE 21 - Contains REVENGER h TRAIN CRAZY l-OK K LIFT, SCA- 
LE-MASTER, DOING THE IMPOSSIBLE, QUICK DISASSEMBLER 
and MEASURING TEMPERATURE. 

ISSUE 22 - Contains SMARTSHEET, TRICKY CUBES two versions , 
HJO]>HN DEPTHS and new versions of BLOCKHRKAKER. DOUBLE 
SlOBPDlSK. 

ISSUE-: 23 - Contains utilities XREF and VERIFY! Games SUPER CLOWN 
and WATER SKI SCHOOL :'Ln machine Langudce Thi: word puzzle game 
WORD SEARCH nis u etl as COLOUR MAGIC demos and TWO BONUS 
programs!! 

ISSUE 24 - Ormtams The comply check balancing program AUTOCHECK 
and MUNCH Y MADNESS, the best game we have ever published!. Plus 
another game FLYING HIGH and iwo superb utilities, SPEED CHECK and 
MENU A very full disk ant) not 10 be missed. 

ISSUE 25 - Contains the chess program SHOG1, a page flipping uerna. 
BOUNCING BERT, and three UUQ primer u tilings. L.I SI 1029, SCREES 
DUMP and SMALL FONT. A must for a|] 1029 Owners. 
ISSUE 26 - TWO viriuaJlv full sides u'kh bonus screens far SOLID 
MODELLING! Check chem out. Also SOURCE WRITER for machine code 
programmers. FLEXIBLE FINGERS to hdp vou [vp*, a garnc of NUTS, 
DESIGNER LABELS for EPSON printers and YOUR OWN CURSOR r- .i-, 
any others in this issue. 

ISSUE 27 * Lcng listings include GREAT BRITAIN LTD. and 
COMPUTER GAMMON, rwo excellent programs. DISK COMMAND adds 
new commands to BASIC and TIMESCREEN will give you a new screen with 
a flock for ryping in those programs. Plus all the other bits and pieces on a fuEl 
liivk. 

ISSUE 28 - The amazing MUNCH Y MADNESS SCREEN DESIGNER 
ready to run. a RAMDISK MOVER Ibr your 130XE, xMOST HEART 
MATHS for ynu or rhe children, XWORD to get you thinking plus all the 
orhei programs from this iss-ue on a disk packed, as usual, to the bnm. Also 
contains the winning title screen from nur recent competition, 
ISSUE 29 - Thar super database M JO BASE is here ready to run and STORY- 
BOOK is here with a great bonus on the back of the disk - a STORYBOOK 
KHADER with a complete story for vou or the kids. INSTANT CHARAC- 
TER SETS, CLIFFH ANGER and AUTO MAKE arc also on the di?k 
together with all the litrie programs from thi* Issue, Anuther two sided disk hur 
at the same price and the same great value. 

ISSUE 30 - AU the programs from this issue PLUS BONUS MACHINE 
LANGUAGE ADVEftfTORE ONLY AVAILABLE OK THE DISK 

PAGE 6 Issue disks will run on any 8-bit Atari with 4Sk or 64k 
mem Dry. Hach disk is just £3.95. Compare that far value! 

Order yo-ur disks from PAGE 6 by post from PAGE 6, 
P.O. HOX 54, STAFFORD. S I 16 1DR or by telephone usinff 
ACCESS or VISA nn 07SS 213928, 

Postage Is FREE in U.K. Overseas please add £1 per order 
(for any number of disks). 



LOTS MORE! 



Subscribers to PAGE 6 gets lots more special offers. Hooks, 
an incredible collection of Public Domain software for S-bit 
and ST machines, exclusive software, binders and more. To 
find out what vou are missing ask for a copy of our PAGE 6 
ACCESSORY SHOP LEA I 1 1-T> 



ICD P:R:Connection 



If, like me, you've always cursed Aiari for not providing 
the 8-bit machines with standard serial and parallel interface^ 
then you'll be interested in the P;R: Connection from ICD Inc, 
of Rockford, Illinois. Using this device you'll be able to 
connect to standard (non-Atari) printers, modems* other 
computers > or any other peripheral device requiring a 
Centronics' type parallel or RS-232 serial interface, 

Until now the only way to get hold of this product was to 
import one directly yourself, although Silica Shop did 
advertise it a while back, I've just heard that Frontier Software 
have become the UK distributor for ICD products, and can 
supply the P:R: Connection (PRC) along with many other 
interesting ICD 8-bit accessories. The review model came in 
via the import route, and this gave rise to a disastrous problem 
Til describe later. 

The package as supplied includes the interface box itself, 
a detailed instruction manual, and a double sided disk 
containing mainly communications software No device cables 
are provided - you have to supply these yourself. 

ICD intend the PRC to be a straight replacement for the 
expensive and elusive Atari 850 interface. It s virtually 100% 
compatible, including use of the 850 cables. In the few 
instances where there are compatibility issues, these may be 
fixed by using a supplied translator' program. 

CABLE COSTS 

Finding suitable, reasonably priced device cables was a 
problem. I had several quotes for 850 cables at around £20 
and over (EACH1), w T hich I think is appalling. How can 
companies justify charging such horrendous prices for cables? 
ICD sell them for half this in the USA, so why can't UK 
companies manage something similar? Frontier Software 
could generate a lot of goodwill (with me., at least!) if they sold 
ICD cables too, {Frontier are now handling these cables at a 
reasonable price. Ed. J I eventually found some at a more 
acceptable price at York Computer Centre. 

A SMALL PLASTIC BOX 

The PRC itself is a small plastic box measuring about 
5"x3.5" x T with a standard Atari serial bus cable emerging 
from one side. This plugs into the Atari's serial socket, and 
you then plug the rest of your I/O daisy chain into the serial 
bus socket on the PRC, There's no separate power supply 
needed (yippee!) as the PRC draws its power directly from the 
computer via the serial bus connection. It works fine unless 
you happen to own a 1200XL. This needs a simple hardware 
modification for which instructions are provided. 

On the opposite side of the case are the I/O ports - one 
parallel and two serial. "PI:" is the 'Centronics* parallel 
printer port, using a DB15 socket, TUi" *nd "R2:" are both 




The Right Connection? 

RS-232 serial ports, using DB9 sockets. The former is a full 
serial port containing all the handshaking lines required by 
certain modems, while the tatter is a cut down version 
handling only receive and transmit lines. The old Atari 850 
interface had two additional ports, one of which provided the 
rarely used 'current loop' facility. They were omitted from the 
PRC in order to keep down costs, 

Inside the grey case is a very neat circuit board containing 
a number of discrete components and several IC chips. One of 
these is a complete microprocessor in its own right, containing 
ROM, RAM, PI A, and a CPU! The board also contains two 
jumper switches. One can be set to provide auto-linefeeds for 
your printer - useful if you swap the printer between 8-bit and 
ST machines, as it removes the need to fiddle with those 
annoying printer DIP switches. The other switch allows you 
to turn the printer funcdon off, again useful if you're already 
using a directly connected Atari printer. 

EARLY MODEL PROBLEMS 

My first test involved replacing the trusty Blackthorn 
interface I use to drive my Star SG10 printer. It took just a 
few moments to connect up the PRC in its place and to try a 
few quick LPRINT commands from BASIC, Result - Error 
143. Hmmm 3 not so good. I rechecked all cable connections 
and retried it. Same result. I tried to LIST a BASIC program 
instead. No good. I tried to print a document with Atariwrker 
Plus, Still nothing. No amount of experimentation would 
induce it to print. Disaster! 

At the time I wasn't aware that Frontier Software were 
about to start handling ICD products, so I contacted Silica 
Shop who kindly offered to help me sort out the problem. I 
took the PRC and cables down to them and we tried 
substituting different cables, computers, and their last 
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John S Davison tests a 
replacement for the 850 interface 
from Frontier Software at £69,95 

remaining PRC. Surprisingly, even this didn't work, (Thanks 
anyway, fellas!) 

Baffled and disappointed; I went home and wrote to I CD 
in the USA. A few days later I received a phone call from TCD 
president Tom Harker, who explained that the first few 
thousand PRC's made were incompatible with PAL system 
8 -bit machines (i.e. those used in the UK). The design was 
subsequently modified to fix thisj so my PRC (and Silica's?) 
must have been an early model. The solution was to replace 
the 4 MHz crystal on ihe PRCs board with one of 3,9 MHz. I 
received a replacement crystal from him by airmail shortly 
after, and fitting this caused the PRC to drive my printer 
exactly as the Blackthorn had. Moral - if you import your own 
hardware from the USA make sure you know what you're 
getting! 

SOFTWARE REQUIREMENTS 

When used co drive a parallel printer no additional 
software is required - simply plug in the PRC and go, Using 
the RS-232 interface is rather more complex, needing some 
form of driving software. This is where ihe I CD supplied disk 
comes in, as it contains a number of useful programs. 

There are three {yes, three) different communications 
programs provided. All are public domain programs and 
widely used in the USA. The first is AMODEM 7.2, 
considered by ICD to be one of the best communications 
programs available for the 8-bit machines. Then there's my 
favourite - 850 Express, a modified version of 10 30 Express, 
which is immensely popular in the USA, Just looking at it I 
can see why - it's got some superb features! Finally, there*s 
R SCOPE, needed only if you're rich enough to afford to 
access and download programs from the USA's CompuServe 
system. 

There's no separate documentation provided for this 
software - it's all on the disk., so you can either print it out or 
view it directly on the screen via a test editor, 

I haven't had a chance to try out the communications side 
of the PRC and its software yet, so Til defer comment on it 
until the next issue. Watch this space for details, 

ICD^s P:R 'Connection is great news for 8-bit users. At 
last you can be freed from the straight] ackei of Atari specific 
printers and choose virtually any one that takes your fancy 
(modems too'), Considering you also get a diskful of useful 
software it's superb value for money. If you need a good, 
comprehensive interface device for your 8-bit machine, then 
look no further. Get I CD's P:R: Connection . * 



MJDBASE (ISSUE 29): Reader Eric Chapman has sug- 
gested the following amendment to this program. As new 
records are entered, the index is re-sorted on each entry 
which means that the program slows considerably when there 
are several hundred records. The following changes will 
mean ihat the index is only re-sorted when you exit New 
Record mode. Change the following lines: 

10300 RECS = RECS + 1 :CH ANGE = 1 

10600 - Replace the RETURN at ihe end with GOTO 29200 

1>K SIGNER LABELS (ISSUE 26): The article states 
Epson Compatible Printer required but what wasn't clear at 
the rime was that whilst it would run on an Epson 'com- 
patible 1 ii doesn't actually run on an Epson! Quite a few lines 
need to be changed as follows 

FM 5410 TEHP$=» \ f1II>$ = --:|" : tfIGS C 2* = CHR S 

C13B1 i EHts'fF* 1 : G05UB SIZE s FTQPS-TEMPS 

NR 5420 TEMPS-" S|" : MID S = ""^» : EM^-'XI" ! GO 
SUB 5IZE : PRIMS- T t MPS 

SY 5430 TEMPS-* 1 P" iMIDS^'Tlt" : EH$" l, H^ li 2 GO 
SUB 5IZE:PB0T$=TEMPS 

EF Bile ? t*2 J E5C$; ,B 1"| CHRS CIBJ 

UI S1ZO ? «2jE5CS; a "R";CNR5 CIO) ttZjEScS; 

YM B13B ? t*2;E5£5;"A";CHR$C6) 

BE B140 ? tt2;PHEAD3 : ? B2;PTOP$ 

GS 8150 FOR NUH=I TO &EP : ? B2 ; HUM; : IF HUM 

<IO THEN ? U2 ; 11 ■■ ; 
HR OJ.&0 FOB H-X TO GNtD 

OH 8l7fl BYTE-PEEK CSCR+H) : IF BYTE=124 THEN 

BYTE=134 : ftfcM DOES \ (CTRL =3 
HF B180 IF BYTE=B4 THEM BYTE-140 
LB BIBS IF BYTE = 0 THEN BYTE=32 i GOTO &2J.Q 
ME S1B5 XW BYTE>3± AND BYTE THEN BYTE = 

BYTE+32 : GOTO 82J.O 
OY B1UO REM IF BYTE<*(j THEN B Y T E = BY T E + 3 2 
BK 8260 I(- MODE = l AND BY TE> 32 AND BYTE <12 

S THEM BYTE "32 
EJ 8210 ? t*2; CHR5 (BYTE) ; : HEKT Ns5Cft=5CR+4 

9:? »2 j CHRS tX55) ; 
CL 8228 IF HUH=r>EP THEN ? tt2 ; PBOT5 
FS 023O IF NUM<DEP THEN ? tt2;PRINf 
HI S240 NEKT HUM 

RU B25B CLOSE 1t2: POKE 55*,P55 9 

You may also need 10 change one of the dip switches in the 
printer to activate the Graphics character set. Unfortunate I y s 
different models have different settings so you wiU have to 
refer to your manual. 



COMING SOON 

WAR GAMES A massive review, 
all you need to know 

EXPANDING YOUR ATARI ... all 
the juicy details about those I/O 
and expansion ports and what to 
do with them 
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Paul Rixon gets 
through a lot of 




DRUID 



Firebird 
Cassette £9.95 
Disk £14.95 
1-2 players 

1-2 joysticks 



Gauntlet clones seem to be all the 
rage lately and DRUID is clearly 
Firebirds attempt to cask in on the 
trend, Vrn not complaining though - this 
one's a real cracker! Til briefly run 
through the plot firsts and leave the 
superlatives until later. 

Peace and well-being are in jeopardy 
throughout the lands of Be lorn due to 
the likes of four demon Princes of 
Darkness > who have appeared through an 



games 



inter-dimensional gateway in the 
dungeons of the evil Acamantor. As last 
of the Great Druids it's your duty to 
destroy the four skulls of the Princes 
which can only be found in the dingiest 
depths of the dungeons. Eight types of 
magical spell are at your disposal. Fire? 
water and electricity spells may be used 
in defence against the constant onslaught 
of hell-spawned 'dimension monsters* 
and other evil- weevils intent on your 
disappearance. 

Several other spells are available for 
unlocking doors , for giving you limited 
powers of invisibility and for creating a 
*Golum\ A Golum is a yeti type 
character who kills all adversaries on 
contact, He can be programmed to 
automatically wait, follow or lead you 
around the dungeons or a second player 
can intervene via a second joystick - 
clever stuff! A "chaos* spell acts to 
eliminate the skulls once you've found 
them, and can also be used to escape 
from tight spots in the game. You only 
possess a limi ted number of powers to 
begin with, extra abilities may be 
obtained from chests, and here a degree 
of skill is required to select the most 
profitable item. Nicely animated 
'pentagrams* replenish your energy 
reserves. Very useful these! 

There are one or two further 
surprises awaiting you in the dungeons 
but I'll leave them for you to discover. 
At the end, a rating system labels you 
with one of sixteen titles ranging from 
'Halfwit 1 to E Lightmaster' . Fm not going 
to tell you what it called ME though! 
You*ll have gathered by now that 
DRUID is not one of those simplistic 
* thrown together in five minutes 5 jobs, A 
lo[ of thought and programming skill has 
obviously gone into the game. 

DRUID excels in the graphics 
department. Bi-direcrional stairways give 
access to eight levels of dungeon, each 
offering a different blend of hi-res 
multicoloured scenery and ground 
features. Information relating to the 
number and naLure of remaining spells is 
displayed in the top half of the screen 



together with an indication of your 
energy level Scrolling is excellent as it 
should be on the Atari., and although 
there isn*t any music, sound effects are 
plentiful. 

This is truly an enthralling product 
and one that Firebird should be proud 
of. It's more involved than Phantom and 
streets ahead of the awful Gauntlet. No 
price accompanied the review copy 
although I get the impression that it is 
not intended as a budget release. Even so 
it should definitely be at the top of every 
arcade gamer s s s h oppin g list . ft 





Mastertrotiic 

Cassette 

£2.99 

1-2 players 
1-2 joysticks 




Simulations remain as popular as 
ever and I'm sure this new one from 
Master tronic will be gratefully received 
by a good many armchair sport spersons. 
1 180', as I expect you've already guessed ^ 
is a dans simulation similar to the Thorn 
EMI game released a few years back. 

A large hi-res dartboard fills up 
most of the screen with a blackboard to 
one side on which the scores are chalked 
up. There T s also a quivering hand 
holding the dart - good graphics but 
don't darts players have arms too? 
Control of the band is via the joystick 
diagonals and to make things even more 
difficult it can't be stopped at any 
particular point, i,e, to remain in one 
place requires constant jiggling of the 
stick. The idea is to line up the dart* not 
as easy as it sounds., and press the trigger 
to throw it. 

In practice mode you have to hit 
each number in sequence, from twenty 
down to one, in a limited time. The main 
game is standard matchplay darts 3 that's 
where the winner is he or she who scores 
501 points first, not forgetting to finish 
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UNIVKRSAL HERO 



iVlastertroiiic 
Cassette 
£1.99 
1 player 
1 joystick 



An arcade adventure with 
4 Dropzone' graphics and the challenging 
perplexities of 'Spellbound 3 , Could this 
be the ultimate budget release? No 3 but ii 
certainly could have been if S JV Riding 
had remembered to include some sound 
and Mastertronic had provided some 
sensible instructions. 

From what I was able to ascertain 
from the (inadequate} information 
supplied on the cassette inlay, the plot is 
that an incapacitated space freighter is 
out of control and it's up to the Universal 
Hero* alias you 5 to find the parts 



on a double. You join the game at the 
quarter final stage of a championship 
knockout tournament and to win youVe 
got to beat three opponents supplied by 
the computer. These are chosen at 
random from a team of seven dubious 
characters with names such as ^Belly Bill 1 
and 'Limp Wrist Larry'. It's the best of 
three sets to decide a winner, and if you 
are successful you'll go on to challenge 
the world champion s Jammy Jim'. He 
seldom throws a dud shot! 

When it's the computer's turnj an 
animated sequence show& the opponent 
making his throw with a background of 
pub-scape sadly lacking in detail and 
colour. At least the music is quiie good 
and the interlude doesn't last for too 
long! Keep your ears open for a short 
burst of digitized speech if you manage 
to score the infamous three double 
twenties in a row (hence the title). 

If mathematics isn't one of your 
strong points Mastertronic have kindly 
included a chart of winning 
combinations, but don't take them for 
gospel - one or two errors liave crept into 
the text! A final quibble concerns the 
difficulty level which appears to be on 
the easy side. I consistently beat Jammy 
Jim in the final and was awarded a 
suitable rating such as ' mega-cool* } 
however since there is a two player 
option the game would seem to offer 
tasting appeal. 

In the words of Jim 'Bullseye* 
Bowen - Terrific* super* how about a 
round of applause?* * 



necessary to mend it and thus save 
mankind. Trouble isj the freighter's on 
another planet and the only way to reach 
ic is by shuttle. By some incredible 
coincidence the shuttle is also in 
disrepair so you've got to locate the bits 
to fix it before going any funher. What's 
more there's a time limit before the 
freighter hits the planet and the Hero has 
a restricted amount of Oxygen. Phew! 

Brilliant is a very apt description of 
the graphics. The Universal Hero is 
himself a superbly drawn little chap with 




space helmet and jet-pack, used for 
propulsion around a vast maze of caves 
and planetary landscape, which is very 
reminiscent of the 'Dropzone' graphics 
in design and colouring. 'Useful* 
artifacts are waiting to be found at some 
of the locations , and these may be taken, 
dropped or examined by means of a 
keyboard input. The Hero has a nine 
object carrying capacity and all articles 
he has obtained are displayed in a box 
above the main play area. Surprisingly 
there is absolutely no sound whatsoever 
during normal gameplay. A beep 
signifies when an object has been taken 
or dropped and a series of beeps are 
heard if you touch something you 
shouldn't. Other than that, it T s golden 
silence throughout. 

At this stage I ought to be telling 
you about the puzzles the Hero 
encounters on his travels, but I'm afraid 
I've got to admit that the game has me 
temporarily baffled. Despite obtaining 
eight objects and exploring all of the 
immediately accessible screens I have 
come to a complete standstill, There's a 
pile of rocks blocking one entrance^ and 
Fve got dynamite and a plunger, but 
how do I use them? Your help would be 
appreciated!! The instructions are 
completely abysmal, They don't even 
mention that starting the game requires 
pressing *S' on the keyboard - an 
inexcusable oversight. 

All in all, UNIVERSAL HERO is a 
very good game that could have been 
truly unbeatable if a little more thought 
had gone into the finishing touches. It*s a 
shame that Mastertronic have come so 
close to creating a classic and then blown 
it at the last minute, Maybe they'll do it 
next time? . 



INVASION 



Mastertronic 

Cassette 

£1.99 

1 player 

1 joystick, keyboard 



Tactical war simulations are enjoyed 
by a small but growing number of 
dedicated followers who rejoice over 
titles such as + Tigers in the snow 5 and 
'War in Russia'. Exorbitant American 
price tags have prohibited their 
widespread popularity in the past* but 
Mastertronic have now enabled a much 
wider audience to scrutinize the wargame 
concept with the release of INVASION, 
set on a planet inhabited by alien beings 
whose plan is to invade Britain. Can you 
prevent them from going ahead? 

You have sole responsibility for 
Britain's defences 3 commanding several 
military outfits including 'radar' and 
'explosive' units. Destroying a weather 
station is your main objective, and this is 
accomplished by situating three 
explosive units in adjacent positions next 
to the station. Alien units counter your 
every move so constant monitoring of all 
developments is necessary to establish 
what is happening. Instructions are 
issued to the units by means of a cursor^ 
and the computer automatically handles 
the move and determines the outcome of 
combat. 

Damage to a unit may be partially 
repaired by utilizing fuel cells, and a 
teleprinter' provides updates of the 
current situation. Status reports can be 
optionally displayed and other facilities 
include game savej ^explode unit' and 
'move cursor to next stationary unit 7 . 
Points are awarded for disabling the 
weather station and alien ships, with 
bonus points given for eliminated alien 
units and human units remaining intact. 

Graphically INVASION is a bit of a 
let down. The battle area is pretty drab 
and uninspiring^ scrolling is not at all 
like the smooth and effortless movement 
to be found in 'Eastern Front' but 
extremely jerky j and the display is 
generally lacking in detail and 
professionalism. 

It's worth checking out if you are 
prepared to put some effort into 
gameplay, War simulations are by no 
means light entertainment and anyone 
buying the game without prior 
knowledge of the format could be in for a 
disappointment. Seasoned war tacticians 
should find it a worthwhile challenge. • 

^^^^^^ 
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SURVIVORS 



Atlantis Software 
Cassette 
£2.99 
1 player 
1 joystick, 
keyboard 



It T s the year 2087 and the world has 
been completely devastated by a nuclear 
war. Presumably you've managed to get 
£ The Last V8 a back to Sci-base and now 
it's time to think about rescuing the 
survivors of the war 3 who are trapped 
inside a damaged hibernation dome. You 
have enrolled the expertise of three 
specialist Droids to search the seven 
levels of the dome and retrieve the 135 
missing persons, 

Damage to the building has caused 
numerous boulders to dislodge and block 
many of the pathways., so a knowledge of 
boulder-physics would be rather useful. 
Yes folks, it's Boulderdash revisited!! 
Some of the rocks landed on top of 
£ MK.l Guardian Droids' who had been 
maintaining the life support systems^ 
transforming them into hostile monsters. 
Keep an eye open for these! 

Each Proid under your control has a 
specific function and you must utilize 
these talents to succeed. The first is used 
for tunnelling* the second for rescuing 
the survivors and the third for shifting 
boulders, Rockford could teach this lot a 
thing or two! Switching between Droids 
by keyboard input is frequently 
necessary during play and this tends to 
become tedious after a while. 

The play field is based upon a 
graphics mode one screen, so there are 



only three colours available - the default 
hues have been used — and the display is 
generally very blocky, although at least 
everything is very big 5 bold and 
conspicuous. Scrolling is the biggest 
failing of the game. The screen jerks over 
an inch at a time, which is extremely 
irritating to the point where it detracts 
from gameplay. It's not so bad if you 
move at a snail's pace ? but then the timer 
runs down before you've had a chance to 
complete the task. Hisses and beeps arc 
all you're likely to hear in the way of 
sound effects. 

SURVIVORS isn't a bad game at 
the budget price, but it's not one I would 
instantly recommend, As for that 
scrolling,..,!! 



MILK RACE 



Mastertronic 
Cassette £1.99 
1 player 
1 joystick 




Every year cycling professionals 
from all around the world participate in 
an increasingly popular event - The Milk 
Race - which this year was held over a 
thousand mile course beginning in 
Newcastle- Upon-Tyne and winding its 
way around the country to a finishing 
line in London. Mastertronic's MILK 
RACE puts you in the saddle of a twelve 
speed racer competing against 
eighty -three other hopefuls in a 
simulation of this year's event. 

The game is split into the thirteen 



stages of the real Milk Racej and you 
must maintain pole position over each of 
these sections to win the event overall. 
It 1 & more of a strategic exercise than a 
race in fact, the idea is to change gear and 
adjust your pedalling rate in order to 
attain the most efficient use of your 
energy reserves. A gradient indicator 
provides some insight into the required 
gear, but otherwise it's basically a matter 
of trial and error to discover which 
gear speed setting best stems your 
energy depletion rate. 

Additional energy is obtained by 
collecting bottles of nice old, ice cold 
milk from the roadside. Time trials are 
sprung upon you at random points along 
the route and in these you have to 
complete the section within an allotted 
time or face elimination. Potholes are 
commonplace in Britain's road network 
and hitting one of these incurs an 
annoying delay. There seems to be a 
slight bug here in thai occasionally j if 
youVe crashed, any cyclists passing the 
mangled heap actually improve your 
overall position rather than the opposite, 

Graphically j rhe game is well 
designed with nicely animated cyclists 
and a horizontally scrolling road, your 
view being raised above ground level so 
that sideways movement of the cyclists 
and detail in the road can be easily 
detected. Background scenery scrolls by 
at a different ra[e as do the heads of 
onlookers - not all of them human! 
Passing Learn cars add to the realism ^ and 
original music is included although this 
can be silenced if need be. 

MILK RACE is one of 
Mastertronic's better efforts s and it's a 
worthy addition to the budget range, 
Keep 'em coming please Mastertronic! • 




BOULDERDASH II 



Prism Leisure Corp* 
Cassette £2*99 
Disk £4>99 
1-2 players 

1-2 joysticks/ keyboard 

BOULDERDASH has had a long 
and interesting lifetime. Originally 
published by First Star Software three 
years ago, it became an instant smash hit 
on the Atari and on the lesser micros too. 
Mirrorsoft brought the game officially 
into the UK about a year later, again 
with widespread popularity, and shortly 
afterwards Databyte announced the UK 
release of its successor 
BOULDERDASH II - 'Rockfcrd's 
Revenge 1 , Prism Leisure Corp. are now 



re-releasing the BOULDERDASH duo 
and the good news is they can be yours 
for under three pounds a piece. 

Following a superbly designed and 
animated title page with musical 
accompaniment the game proper gets 
underway. You control the relentless 
Rockford > a cute little dude whose only 
aim in life is to collect as many diamonds 
from the caves as he possibly can. It 
sounds a doddle until you experience the 
eponymous boulders which tend to crush 
poor Rockford if he doesn't move out of 
the way in time. 

Blocking amoebas, transforming 
butterflies and out-manoeuvring fireflies 
are just a few of the distractions 
Rockford will encounter on his travels. A 
quick reaction is not the prime necessity 
- each cave is a complex and challenging 
puzzle requiring skill and brain-power 10 
complete it. There*s not a lot of people 



who can claim to have finished all sixteen 
caves in series without cheating! Full 
pkying strategies are thankfully 
provided on the inlay. 

If you do manage to master the first 
level there are four more to contend with 
after that. BOULDERDASH is not a 
game that you're going to tire of in a 
hurry. There are some great sonics 
included, and visually the game is 
superb. Just wait until you see Rockford 
impatiently tapping his foot during pause 
mode! 

The majority of Atartans will 
already have the BOULDERDASH duo 
in their collections^ but if it's missing 
from yours then you ought to make 
amends as soon as possible. My special 
thanks go to Rockford for sending me a 
pack of his edible boulders with the 
review copy, Yummy ! * 
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DECATHLON 



Firebird 
Cassette 
£1.99 

1-4 players 
1-2 joysticks 

What's this?, An exciting new 
athletics simulation? No, actually it*s a 
re-release of the Activision 
DECATHLON, the game originally 
published during 19fi4 on ROM 
cartridge, At chat time you could expect 
to pay anything over £20 for the game, 
which illustrates how greatly the 
software companies' strategies have 
(wisely) altered over the past few years. 

Anyway, this version of 
DECATHLON is entirely identical to 
the original (apart from the 'budget' 
packaging) and will enable you to 
participate in a full-blown athletics 
meeting j competing with up to three 
friends (or enemies!; if you wish, or 
alternatively you may opt to practice any 



of [he individual events - 100, 400 and 
1500 metre races, Long Jump, High 
Jump, Shot Putt, Discus, Javelin, Pole 
Vault and 110 metre Hurdles. 

Every event, without exception^ 
involves the much dreaded process of 
joystick waggling, or joystick destroying 
as it is otherwise known. Better take into 
account the cost of a new one before you 
buy the game! The trigger is used to 
jump and throw in the appropriate 
events., and to place the pole in the vault 
pit when necessary. Success will depend 
on your stamina and dexterity as you 
waggle the stick from side to side at, 
hopefully, death-defying speed. Hitting 
the trigger at precisely the correct 
instance is advisable too! Triumph is 
awarded by a suitable points allocation - 
score over 1 000 points and a fanfare is 
sounded to celebrate your achievement] 

If you select a single player game the 
program displays a pace-man in the 
running events, who generally livens up 
the situation and creates the impression 
that you really are in a race. Clearly you 
can only hope to improve on your 
previous high- score, so it's much more of 
an entertainment if you can find some 



GAUNTLET THE DEEPER DUNGEONS 



U.S. Gold 
£4.99 cassette 
£6.99 disk 

Requires GAUNTLET 

Attention all GAUNTLET fanatics! 
Having rushed out to buy the current 
U.S. Gold top seller, perhaps after 
reading the review in PAGE 6 (!), you 
might have survived the dangers 
imposed by demons, ghosts and similar 
obnoxious nasties , and be seeking a 
further challenge. If that h the case, 
THE DEEPER DUNGEONS are for 
you. 

What you get are 512 brand new 
previously unexplored mazes, bubbling 
to the brim with all manner of 
adversaries, treasures, doors, rations 
•'beware of the poisonous ones!} and 
generally the kinds of things that you 
would expect to find on any Sunday 
afternoon stroll into a deep dungeon. If 
you were an entrant to the 
design -a- screen competition then you 
may even see your name printed on the 
inlay card! Adhering to all of the rules 
established in GAUNTLET you will be 
given the opportunity to control the hero 



of your choice around the dungeons 
collecting treasure, searching for exits 
and, of course, kilting anything that 
moves. 

The genuine GAUNTLET arcade 
machine features stereo sound (courtesy 
of the POKEY sound chip]), voice 
synthesis and superb graphics. Nobody 
was expecting anything quite so 
mind-blowing on a home micro, but the 
truth of the matter is that following 
months of speculation and rumour, the 
Atari 8-bit version is a huge anti-climax 
It is completely boring, visually very 
forgettable - apart from a glimmer of 
hope resting in the ace title page - and 
sonics are virtually nonexistent. 

Needless to say, any comments 
made by Paul Blaze by in issue 28 hold 
true in this review. THE DEEPER 
DUNGEONS are simply more of the 
same - quite a lot more In fact. Take my 
advice j invest your hard-earned cash in 
Firebird's DRUID instead. Ifs 
infinitely more playablef Don't forget 
that you must already own 
GAUNTLET before you can run THE 
DEEPER DUNGEONS, and also that 
the cassette and disk versions cannot be 
intermingled. Not a lot more I can add 
except buy it at your own peril! * 



human opposition to intensify the 
competition, 

Animation in this type of game often 
tends to be something of a 
disappointment., but the movement of 
the athletes and their shadows in 
DECATHLON is excellent, 
complimented by scrolling that is well up 
to the Atari's high standards,, and an 
impressive side-on view of the stadium 
and on looking crowd. Sound effects 
aren't quite so hot but they're perfectly 
adequate given the nature of the game. 

Try and snap this one up if you 
haven't already done so. Firebird really 
are offering good quality software at a 
sensible price. 



FRENESIS 



Mastertranie 
Cassette 
£1.99 
1 player 
1 joystick 

If there's an award going for worst 
Atari 8-bit game of 1937, FRENESIS is 
certain to clinch the title - no sweat! 
Graphics are diabolical^ sound isn't up to 
much either and as for the game itself... 

The screen view is largely blank, 
apart from so-called aliens disguised as 
blobs appearing from the perimeter of 
the play field and closing in towards a 
large cross. Your task is to prevent them 
from ever reaching their destinations by 
careful manipulation of a tooth edged 
line called a Straton. Vertical or 
horizontal movement of the Straton is 
achieved by an appropriate push on the 
joystick, and if an alien is hit by the 
toothed edge of the Straton it disappears. 
Selected aliens require multiple zapping 
and 'Mega annihilating smart bombs 1 are 
also available, if you can be bothered to 
use them. 

Thai's all there is to it. Forty levels 
of utter boredom - hardly a frenetic 
experience by any twist of the 
imagination! FRENESIS was 
'programmed' by Tony 1 akoushi, well 
known arcade games fanatic to readers of 
a certain computer publication. If this is 
his idea of a joke then Pm definitely not 
amused! If it's not, I would respectfully 
advise him to practice his talents on the 
Oric Atmos or unexpanded Vic 20. 

Without a shadow of doubt it's 
Master t runic n s most unappealing release 
to date, and a step in the wrong direction 
for the budget pioneers, Highly 
unrecommended! * 
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READING AND 
SAVING SCREENS 



Welcome back to First Steps, After last issue's break from 
the trials and tribulations of programming your Atari, it's time 
to get back to some programming. You'll never learn if we 
keep chatting about other things! 

In previous issues I have covered several graphics topics 
and by now you should have had ample lime to try your hand 
at the graphic modes and maybe have even tried a little bit of 
animation. Your program will draw a picture with its own 
routines (PLOT,, DRAWTO), but quite often you may wish 
to save the picture for use elsewhere^ or perhaps you wish to 
keep the same program routines and load in different 
backgrounds . So how is it done? 

SLOW BUT SURE 

First we need to find out what is on the screen. If we were 
to set up a GRAPHICS 0 screen with some text on itj we 
could look at every point on the screen (GRAPHICS 0 3 24 
lines and 40 columns = 960 points) and obtain the ASCII 
value of the character using LOCATE. For examples 

LOCATE X.YjZ (The same as POSITION X,Y: GET #1,2) 

LOCATE sets the cursor at position X,Y (defined by the 
program; and reads Lhc value of the character or point under 
the cursor. In text modes this will obtain a value for Z ranging 



5 j 7 rem m m w choose Graphics e stretn. 

RX s rem *** Hid# cursor with PPPEE. 

DR 9 REM *** Dimension String, to screen 

resolution. *©t counter. 
OR 10 GHAPHICV EJ P*"0KE 752,1. ;DIM BS C40*Z*J 

Tl_ 19 REM **K Set UP your own screen here 

of Just continue , 

JE ?8 LIST 7,130 

JO 5* REM «*» Set up for colunn and row, 

YH LOO FOR f-OL-6 TO 23 1 FOR RflH-fl 10 Ij 

EP 183 RF M Read screen point. 

IB 1LO LOCATE ROW. COL j POINT 

TJ 1.18 REM *H«t Change POINT value to 

ASCII value and! save to 

string . 

VK 119 REM **# Reset counter for the next 

string location. 
55 120 B5 Cfl, AJ=CHHS EPDINTI :A-n#l 
On 129 REM **» Continue* 

qc t 3D NEHT ft OH : NEXT COL 

FP 139 REM «** Clear screen and replace 

everything to screen. 

%Y 140 GRAPHICS O I POKE 71^11*=! 

TM 149 REM *** Set up for COJuwn and row. 

YH 15(1 FOR CDL =8 TO 23 : FOB RUH=D TO 39 

FO 159 REM Read string and print to 

screen. 

FP 1*0 PS5ITJOH ROM J CDL-,? BS En J A3 ; : A-n+i 

01 ±M REM ***** Continue, 

CK 170 HETHT RO H : H F K T COL 

IO iao ? "[Ml 

PT 190 GOTO 190 



DOME ! 




PRESS 


I 





Sfi 



Listing 1 
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from 0 to 25 5 3 depending on the char meter under the cursor. 
The same technique can be utilised for the graphics modes 
except thai here the value will be 0 or 1 for the two colour 
modes f and 0 to 3 for the four colour modes, These colours 
correspond directly to the COLOR register used. Except when 
using ihe default colours, the SETCOLOR registers must be 
stored as well . 

LISTING 1 shows how to read the screen,, store the 
details and how to set up the screen after it has been cleared. 
The program itself is pretty simple and I hope that Steven 
Wayne agrees that the REM s will be explanation enough. The 
value (Z) under the cursor is changed to the ASCII value and 
stored in a string. This makes it easy to print the character 
directly from the string using a POSITION statement, 

A FASTER WAY 

The previous technique is slow, but even slower when it 
comes to the higher resolution modes, A better way would be 
to use screen memory. Each poini on the screen has its origin 
in RAM. Stored in these locations arc the details of the points 
i.e. colour or character. The position of the start of screen 
RAM is stored in locations 88 and (termed pointers). To 
find out where exactly this is in your own computer enter the 
following and press RETURN 3 

PRINT PEEK(88) + 256*PEEK(89) 

The number given is the memory location that stores the 
value of the top left hand corner of the screen. Each point on 
the screen is stored sequentially in memory from that memory 
location. 

So why use a pointer? Well ? when different modes are 
used the RAM is increased or decreased according to the 
amount needed for that mode. The computer will shift the 
start of screen RAM to compensate for this and as it varies 
muchj you need to store the start of screen RAM somewhere 
so that you can keep track of where the screen starts. The 
technique of pointers is used quite a lot in the ATARI 
architecture. 

Local i on 88 is equivalent to the whj'j.t in decimal counting 
and location 89 can be compared to the tern, For instance^ 21 
in decimal is 1 -P-(1G*2} 5 so location 88 would store the 1 (units) 
and location 89 would store the 2 (tens). In the case of 
computers though groups of 256 are used instead of 10's, so a 
1 in location 88 and a 2 in location 89 would equal 513, The 
reason for the magic figure of 256 is simple. The memory 
chips have eight read/ write lines and each line has two states - 
either ON or OFF (just like a light switch). With two states 
and any combination of eight lines the mathematicians 
amongst the readers will deduce that you will have two to the 
power of eight possibilities ■ — 256! 

Directly reading the screen RAM means that we can do 
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Mark Hutchinson shows you how 
in his regular column for 
beginners 



away with LOCATE and spued up the program. This can be 
demonstrated by listing 2, This program is slightly faster due 
to the reduced amount of program commands, but it is still 
very slow. 

NOW HOW TO SAVE IT 

So now that we have read our screen, where and how can 
wc store it? 

Storage in memory can be in two forms s either as a string 
or as a variable, both arc temporary. The string can be hcjJ 
until filled then transmitted to disk or tape all at once but the 
variable must be transmitted at once other wise the 
FOR/NEXT loop will overwrite it on the next pass. 

Using PUT/ GET commands with a variable, the data has 
u> be passed to disk or tape one byte at a time. This may seem 
to be slow but it allows the use of a device called the Input 
Output Control Block (IOCB). This block is the socket you 
plug the tape or drive into. It is controlled by certain locations 
in memory and, if these locations are PQKEd correctly then 
some great things can be achieved. 

When you connect the tape or disk lead into the 
input; output socket of your computer you have given yourself 
a choice of eight communication channels, 0-7 (remember 
OPEN #1, etc?). Each channel has sixteen bytes of memory 
reserved for it in RAM, from locations 832 to 959. You will be 
told by various handbooks that you can use them all for your 
own use, ail except channel 0 that is, because it is reserved for 
the screen display. This is not true, you can use the screen 
display, and to prove it I will introduce you to the ATARI 
4 Ho reed Read Mode 7 . I must confess t hough s this has been 
mentioned before in PAGE 6 by myself and others, but can 
you have enough of a good thing? 

In this mode the program will stop running (the STOP 
command) and place information on the screen (using 
PRINT). Then it will reposition the cursor above the new 
program lines and enter the lines, directly from the screen^ as 
if you had pressed RETURN. The CONT command will start 
the program where it left off, any new lines being run, LIST 
will show the modified program. 

A self -modifying ATARI! LISTING 3 will demonstrate 
this effect. 

That's it for this issue. Next time we'll take a closer look 
at those IOCEV&, Meanwhile, don't forget that you can write 
with your problems or to suggest further topics for the 
column. Write to MARK HUTCHINSON, 
1, HOLLYMOUNT, ERIN VALE, FINAGHY, BELFAST, 
BT10 0GL 



GA 9 REM *** 5et up screen, put something 

on it^ Re wye cursor . Set up 
stri ng . 

VN 10 GRAPHICS 0:POKF 752,1:01m B$C10001: 
LI5T 9,100 

5G 19 rem location of top left 

corner , 

LO Ztt P-PrrK<885 +25&*PEEK CS91 

EZ 29 HEM ***** Place value of location as 

a character in the string. 
RJ 30 FOR A=l TO 360 
OH 40 e$ <fl s ft? =CHR5 CPEEK (P + A-J.J 3 
FZ 50 NEWT A 

GH 53 HEH *** Clear screen and replace 

everything to screen. 
BO 60 GRAPHIC^ 0 : POKE 752, ± 
UN fi3 REN Retrieve the data and place 

in screen nenory . 
LU 70 GRAPHICS 0 
HO fl0 FOR 11=1 TO ^60 

POKE P+fl-i j (B 5 £ ft , ft ) 1 



CP 



10B 



Listing 2 



¥J 


10 GRAPHICS OEPOKE B42,13 




5C 


£0 POSITION 2,13:? "fi" s ? ; ? n| 






"23 M l? "35 M I? "49":? -, S9 T *:? p, 6?" 




HF 


30 ? "10O SE . 2 § 2 , 2" 




TD 


40 ? ^CONT" 




ey 


50 POSITION 0jO:ST0P 


GZ 


6 0 POKE ft 42 ,12 






70 LI5T 




RM 


100 SETCOLOR 2, 2, 2 





THE FIRST STEPS 
COMPUTER DICTIONARY 
continued 



Chip - A piece of semiconductor material containing a 
microscopic integrated circuit. 

Integrated circuit - A tiny circuit in which the electrical 

components are made of chemical elements diffused into a 

piece of semiconductive material. 

Character - a single letter, number or symbol. 

Daisy wheel - A plastic disk with spokes used as the print 

mechanism in letter quality printers. 

Data - information to be processed by a computer. 

Database - The entire collection of information available to a 

computer. A structured collection of information , or a 

collection of related files, considered as an entity. 

Data set - A modem. A collection of data records with a 

logical relation to one another- 

Device Handler - A collection of routines that connect the 

operating system and the user program with the input output 

devices. There is one handler for each type of peripheral 

device in the hardware con figuration. 

Direct Memory Access - Transfer of data between a 

peripheral and main memory without intervention of the 

CPU. 

More definitions next issue! # 
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THE RESOURCE FILE 



The Resource File is a new service provided by PAGE 6 
to help Atari owners vboth 8 -bit and ST] find sources of 
information, help and supply. An entry m this, feature 
does not necessarily imply any endorsement by PAGE 6 
and readers arc advised to check for ihemselvcs to ensure 
that the information is still current. We would ask any 
readers who find information to be inaccurate i>r itui of 
date to let us know so thai an entire niav be amended or 
deleted. 



RETAILERS 



Hours: 
Features: 



Gamhngay FIDO 
□767 5G5 1 1 

24 hours 
100 - 2400 
Atari 51 G and 
program library 



Name: 
Number; 
Hours: 
Baud: 

FljiIutlis: 



THE VILLAGE 
01 404 2516 

hijury "J days 
V2I, V22, V22BIS, 
V23 

ft bit area, ST area h 
CP'M area 



Do yuu run a Bulletin Board which eaiers mainly for Atari 8-bit 
or ST? h"ur an entry in this feature please send us details as above 
(5 words max on Features I) on a plain sheet of paper headed 
RESOURCE FILE - BBS, 

Any background information included will be filed for 
reference but not published. 



USER GROUPS 



The followinf retailers, to the best of our knowledge, 
support Atari 8-bit or ST and sell PAGE 6- 



ATARI WOULD 
la, Ferine LL Sifttf 

,VJ4 M)L" 

Tel. 0*1 J?J1 

BRIGHTON COMPUTES 
EXCHANE.it: 

1, Aao Str-ceic 
Brijfhtcin 
BSi AGP 
Tel- A2"3 68.66*0 

CHIPS 

S3, Rugby Road 

Wur thing 
5u¥»rx BSl I 5NB 

COMPUTER CENTRE 
L'J. Hiffh Siree* 

HornLhurL-h 

Eutx 

Tel. 04*24 "S6IS 

COMPUTER WORLD 

113, Broad Street 

Birmingham 

His 2 AY 

Tel, fl21 $43 9J00 

GAMER 

"1 l-LaiE StrctT 

Brighton 

Stit*«t BNI 1 HQ 

TcrLQ2"* "2S6S1 

GLASGOW COMPUTER CENTRE 
Virginia. (da]JErlfc& 
33 Virginia Strccc 

Gl LTU 

Tel- 04| SS2 L52 2 

GUERNSEY COMPUTERS LTD- 
T3 t CammereiaJ Arcade 

51. Pucr P^ri 
f iuernvuy 
Channel UlaruK 
Tel. r>4RL IS^K 

HI-FI WI-LS1 KRS LTD. 

52, Cumbrian Ro?d 
Newport 

(jwe n ? 

Tel. <IA ^ rt2- Wl- 
1NTOTO 

I, Ileal hcnal Si rent 
Hockley 
Nntts. NEil *AF 
lei. IJ6U2 4 IMS" 

JKNNJNCiS STORED 
JjJl _ Her third Kuad 
Vinrield 
.MLddx 

Ttl- 01 MM l T 6" 

I .ADRROKE COM PUTIN tr LTD. 

3 J, OrmfkLrk Hi 'it! 

Pre-Kton 

Lanva. PR1 2QP 
Tel. 0- ""2 2 14^4 



Li V 1 N G STO N COM1 ■ [ T liR 

['.HNTRIi 

3 \ The Mall 

Craig*hLll Shnppinp EJcmlrk- 
Living^lun 
We-si LoThiAii 
Tel- 0506 3fr*TS 

M1CROBYTE 
MiLshulL lluximiftx CenLrL-v 
Red Lion Buildings, 
LLverpnnl RfMid %nr th, 

MaghulU 

MerneyKide 13 L 2HH 

Tel. ftil S2A 52*6 

MICRO-TRON1CS 
2 "a, Market $Lreel 
TamWDrih 
Staffs 

Tel. 31410 

P.F.ML RPHY A SONS LTU. 

Crn-tK I. anus 

Drug he da 

Co- l.«u.ih 

I re I arid 

Tel- 041 17292 

ONE STEP BEVOND LTD. 
L La, tJaslie Meadow 

Norwich 

SRI 3DG 

Tel. 0*03 A^9S 

ORDEM 

21 , Harris Arcade 
Reading 

llerks.RGl 1DN 
Tel,fJ-J4 4747Wi 

PEATS tfT.r.CTRONlCS 

Dublin 1 
Ireland 

Tel. ftOOL -2TT99 

RADFORD HI-FI LTD- 
52, (jloucttster Hrijtd 
llriclnl 
\ Min 

Tel. 0272 42424? 

SILICON CENTRE 

7 t AnOgua Streel 

Kdinhurtfh 

^Lullwild 

Tel. AH SS- 4546 

SOFTWARE EXPRESS 
S 14 - 5 16. Alum Rn<k KnjLd 
Alum Rock 
llirrnmghsiiii H-H 

Tel. 02 1 12*3SS5 

A.S. WOOTTON A SON 

I Ki„ Edle^lnn Koad 

C . r l we 

CW2 iHT? 

Tel. 4>2?U 2141 1* 

YORK COMPUTER CENTRE 
* f Dav}'gate Arcade 
| Jnvvjfatr 
Vc*i. YO! JSU 
Tel. owl 64 iaei 



ABC 

Gontaci Mike Donoghuc, 135, 
St. Leonards Road, Latest er, 
LE2 3BZ, Tel. 05^ 700190. 
Retailer and boib fi-bit and ST 
u&ct groups. 

ATARI USER GROUP 
(IRELAND) 

Contact 100, Sillogc Avenuc s 
Bally mum, Dublin 1 l s Ireland. 
TcL Dublin 425918 

BOURNEMOUTH AREA 
COMPUTER CLUB A*U*G* 
(RACCAUG) 

Contact Colin Hunt, Tel. 0202 
677695. ST, 8 -bin, hardware 
and 54 if r ware development. 

CROMWELL ATARI USER 
GROUP 

Coniacc Dave Lcggett* 3> 
Chestnut Close » Hranipton, 
Hunungdon 3 Camb&. Tel. 0480 
"50^53. All users welcome, 

The GATEWAY CLUB 

Contact Bob Hall, 46 j ChurchiH 
Drive, xMildenhalU .Suffolk, 
IF28 7DA r TeL 0683 717723. 
All computer club with Atari 
section. Meets once a month. 

LONDON ATARI CLUB 

Contact Andrew Banner, P.O. 
Box 319, London, SE15 3NZ. 
Tel, 01 S657 (evenings and 
weekends':. Members anywhere. 
3-bit and ST. 



MERSEY SIDE ATARI 
CLUB 

Contact Mike Lyn4^h 1 24 h 
Oakdene Road, Anneld ? 
Liverpool, Merscvsidc, L4 2SR. 
Tel 051 264 8435, ST ONLY. 
Regular meetings, newsletter 
and more. 

RAGE HARD A,U-G. (8-Wt) 

Contact Tony Longworth 3 1 3 ? 
Greenfield Road ? Little Sucion* 
South Wirral, Cheshire, Loo 
1PE, TeL051 339 0405. For 
8 -bit users everywhere. Send 
s.a.c. for details. 

SIGATARI 

Contact Glenn Leader. 141, 
Richmond Road, Leytonstonc, 
London, Ell 4BT. Tel 01 556 
0395. For those imeresned in 
more unnsual applicadons. 

SOUTH WALES ATARI 
GROUP 

Contact Raymond Price. 
xMandevillc House, 9, Lewis 
Street , Canton* Cardiff, CFl 
8JY. tel 0222 394592 or 394501 

ST CLUB 

Contact Paul Glover, P.O. Sins 
20, Hertford, S13 SKN Mail 
only(?). Worldwide. 

WORLD ATARI PENPALS 
Int. User Group (WAP) 
Contact Max Tervccn, 
Magcrhorst 8, Alphen a/d Kijn, 
2402 LP, The Netherlands. TeL 
01720 45583. Members in USA, 
Canada, France* ILK,, Greece, 
Germany, Saudi Arabia. Have 
circulating disk (8-bit and ST). 
Mail only. 



Do you want others to know about your group? Send details as 
above ONLY (5 words max. on Member*!) on a plain sheet of 
paper headed RESOURCE FILE - USER GROUPS. 

That's all you get! We will not publish any other details aft 
meeting times and places tend to change. Appoint someone 
responsible to handle any enquiries received. 



The only criterion tor an entry in chis column is that the 
retailer must stock PAGE 6- That is the (inly measure 
have that a retailer is genuinely interested in suppurting 
Atari. Phone us on 07R5 211^28 if you wish to be 
included. 



PAGE 6 reserves the right to delete any entry from this feature 
fur any reason. Inclusion does not imply any endorsement by 
I'AGK o and PAGE b can accept no respimsihiHiv for the 
accuracy nr wimple tune** of an entry. Please tell it' yuu iimi 
any entry out of date. 



NEW LOWER PRICES AMD- 
EVEN BETTER SERVICE! 

Now ALL Goods Despatched SAME DAY by CLASS POST- FREE! 



\ 




printer^ 




030 Ooluni^ - Dot Matr.jf 
•SO CPS 

• FrictiwiTrictorrBW 
m^2 Month Warranty 

ri^H £189.00 

0* SAVE £«1 



MP 165 



BO Column - W WaArfX 
ii65 CPS - Drafl htode 
k35CPS-NLQ Mode 
i Fricticuv^TTactor Feeds 

Full 2 yea* Warranty 



I FREE - Atari Writer PLUS Word 
Disk w.ih ALL Printers 

IFREF POSTAGE- AH Printers 
PAYMENT SCHEME -N&w 



90 Column - M M* tTiK 

• 120 CPS - D^n Mode 
#24CPS-NLQ Mode 

• Friction & Tractor Feeds 

• 12 Worth Wamiflta r>1 10 ftfl 

A ^ £209.00 0 * vH SAVE OVER £301 



t 




High Quality ifx 9!// 
60^srn Weight 
Micro- Perf all Round 

2000 Sfteels - 



ONLY 

£14.95 

Post Free! 



TOP QUALITY 5 to" SULK 
PACKED DISKS 

•Fully Guaranleed •individually Celrlied 100% 
Error Free •Supplied in slrcng white card boxES 
per io •CiDmplete wli emgtopes, User Labels 
IrVrttl pqleet AabeH el: • ALL POST FREE! 



B 


0 


0 


7? 


5 







Get the mosl Irom your ATARI Computer with ihese EXCE.LE\T 
BOOKS al special few COMPUMAflT PRICES (N.B "0 VAT on 



hoo.s: 

• ATARI 130XE HANDBOOK 

• BASIC -XL EDITION 

• MAPPING THE ATARI 

• YOUR ATARI COMPUTER 

• COMPUTES 1st &0OK OF ATARI GAMES 

• COMPUTES 'St 800K OF ATAHI GRAPHICS 

ALL EQQKS - POST FREE!!! 



E12.9& 
t15.S5 
t1ft.« 
C1C.&5 

CI 0.95 
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Single Sided 
Double Density 


£5.95 


[27.95 


£49,95 


Double S dec 
Dour: 1"' Di-risi;-,- 


£7,95 


£37.95 


£69.95 


Douh c Sided 
Quad Density 
iaO Track! 


£9.95 


£47.95 


£89.95 



r ff 

<y DD100L 't-i._ 
DISK STORAGE BOX^ 

• Smoked Perspex-'High 
Impact Plastic 

• Holds up 1o 100 Disks 

• Hinged Lotfcabie Lid 
(2 -cey&l 

• Rubber Feet - Dividers 

0NLV £10.95 F P ^ 



JOYSTICKS 




Also Available 



Full range of ATARI 52&''1£MD Computers, Printers, Monitors, 
Software, Accessories etc. Ask io* for devils ol our EAST 
PAYMENT SCHEME on Ala'i ST s 



How to Order. 



• Simplr ;«| yoj cfder riaro a/d full address with a 
cheque w postal onlEr |made pardblE ic Cnmpyrofll and 
posi » ft.r address ile cr> 
• hdifaarri of cv 3 rjr* lines |24 rwurjjjtf ffdHr 
using your credit card Please cjye yxr lull name and 
addiesi, daytime °ho'* njifcer. dElaih ol you' H'der arcJ 
IfW namedlhe mijmwifHj are ordering Irom 
•.411 gcDds are u&jally despalL^et: 5 ami tef — 
1st class post - FREE OF CHARGE! 

• Far SPEEDY GUAfahlTEECNEaT Btt EUVEflr ty 
SECUfllCOR NfM Odd JL5T CS lo 900* Inlal 

• We welcome flttcia *ri£e- p.-i/i-ie Or-Jrs Irax pr. 5 
gw?mir«til ana eduttnaial Bssatfismw is El: Geo* 
w ffiSDffihod cn recEipl gl rjfefer. 2B dm mwjCE mil 

fcllDi. 

Qierwa&fl-dan- pease deducl MT (15%j rJiefi add 
t lor air and ms^gnw. {Ul piymerrls in £ 
5lErli r iji 

• All of ices include VAT Pntes and dElrreryubjatftt 
dv= lability .411 gno-^j hjllj- gji anlEed 




A GREAT DEAL MORE FOR A GOOD DEAL LESS! 
COMPUM ART Oept PA6 l/nl£ 8 Falcon Street 

Loughborough ■ Lelcs - If ff ffff 

■3? 0509-262259/233393/266322 
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The THIRD GENERATION of Jeff Minter's unique LIGHT SYNTHESISERS 



- MIND/MACHINE SYNERGY - 

COLOURSPACE: allows the user to create dynamic, interactive light displays 

using the Atari's 320 x 200 51 2-colour graphics. Do it to music, your ears wor 
believe your eyes.., 

COLOURSPACE: mouse control, over 100 keyboard commands, compatible 
with NEOchrome images {for foreground and background displays), 20 presets^ 
84 definable lightforms, record mode, load and save of performance data from 



COLOURSPACE: raw 68000 power harnessed to create a completely new 
artform... the first true light synthesiser,,, play light like music... 




COLOURSPACE. Discover why you bought your ST 



AVAILABLE at £19.95, from retailers of ATARI software or direct 
LLAMASOFT 49 Mount Pleasant Tadley Hants 

Tel: 07356 4478 

SEND S.A.E. FOR CATALOGUE & NEWSLETTER i 



